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odoworLp: aBe’s oppysee 


Welcome to our authoritative guide to Oddworld: Abe’s Oddysee the first in 
a series of five games which test your dexterity and puzzle-solving skills. 
And boy is it ever tough! 


There are a hundred employees (or slaves) at Rupture Farms. You (Abe) are 
one of them. This guide helps you rescue the other 99 workers m and 
around the plant. Knowing how to rescue them is only half of the battle, 
though. Some of the puzzles protecting these guys are truly evil. Try your 
best to save them all as something rather special awaits the patient gamer 

who saves ALL the slaves. ... . 

The following walkthrough is only one way to finish the game. It s not 
necessarily the easiest and is certainly not the only way to complete it, so 
take time to experiment and see if you can create your own cunning 
methods of saving your fellow Mudokons. The guide over the next few pages 
takes you through the first half of the game. Before you start, though, you 
need to enter the Gamespeak option and memorise all of Abe’s bizarre 
sounds. You need them later in the game. Also, be aware that certain 
sections of the game are extremely tough. But with patience and 
perseverance you will succeed in the end. 


RUPtuRe faRm 


On the first level there are lots of messages displayed in the background at 
various points. Read these messages as they offer all types of advice and a 
few jokes. Hold Ri and sprint right to the next screen. Stop next to the sign 
marked ‘directory’ and push Up to activate a map showing the location of 
Mudokons that need rescuing. Exit the map and keep running right. When 
you reach a ledge, push Up to haul yourself onto it to avoid the armed guard. 
Proceed to the next screen and tap Up to go through the door. Keep on 
running and head through the next two doors. Keep going right until you get 
to a message telling you how to jump. The mines at the bottom of the pits 
make Mudokon flambe of poor Abe, so walk close to the edges of the 

platforms before leaping across the gaps. 

Go to the next screen, where there’s a Mudokon wiping down a wall under 
the supervision of a guard. Take over the guard using Abe’s chant and use 
him to flick the switch on the left that is marked with the electricity symbol. 
Run right through the next screen until you get to another guard. Fire over 
his head to wake him up, then when he stands pepper him with bullets. Sel - 
destruct the guard you are controlling by holding the chant buttons. 

When you have regained control of Abe, persuade the two Mudokons to follow 
you using the ‘hello’ and ‘follow me’ commands respectively. Run to the room 
where you gunned down the guard and get the two Mudokons to stand on the 
rope platform. Winch yourself to the screen below by holding Up. 

You should now be on a screen with a circle of birds to the left of it. Hold 
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down the chant buttons and the birds turn into a teleporter for your fellow 
Mudokons to run through. Head through the door at the right of the screen 
and walk right. You come across two more Mudokons; persuade these to 
follow you right to the bird portal and chant to send them through. Pull 
yourself up the ledge on this screen and go right. Attract the guard’s 
attention and he walks in your direction. When he’s standing over the 
trapdoor, hit the switch next to you to drop him down a hole, jump off the 
platform and go right to the grinding area. There are two jumps to negotiate 
on this screen, but you have to avoid the rocks that are regularly falling 
down the gaps while you do so. 

In the next section you have to disarm a bomb before you can pull yourself 
up onto the ledge. The bomb flashes red three times before turning green, 
so crouch next to it and press Square when it’s safe. When you have pulled 
yourself up, cross into the next screen, walk over to the switch and, by using 
skilful timing, throw the switch and dump both the guards below into a pit. 
Drop down, walk over to the right-hand platform and climb up to flick the 
switch and deactivate the lightning field. Drop back down and persuade the 
Mudokons to follow you back to the bomb room. When you get there the 
birds have returned so you can send them home. 

Go back right to the platform with the lightning switch and continue to the 
next screen. Before you crouch to roll under the door you need to kill the 
guard on the far walkway. Use the chant buttons to stir-fry his brain into 
oblivion. Persuade the Mud to follow you into the next room, tell him to wait, 
and climb onto the platform above the other Mud. Flick the switch to turn off 
the mincer and walk off the screen to the right. Walk back to the previous 
screen and the birds you scared away have reappeared. Chant to send the 
two Mudokons home before heading back right. 

Take over the guard below using the chant and walk right until you meet a 
guard. Drop him with a few rounds and go to the next screen. You need to 
have your wits about you to get through the mincers, but once you get to the 
switch in the middle you can flick it to alternate their speed. Walk up to the 
guard on the next screen and shoot him once at point-blank range to avoid 
any collateral casualties. Self-destruct the guard you’re controlling to return 
to Abe. 

Run right to the first room with a shadow in the centre and say ‘hello’ to the 
darkness. When you get a reply, tell the Mud to follow you and run back left. 
Send him through the bird portal and return to the room with the two 
mincers in the middle. Persuade the Mudokons to follow you right one at a 
time (slowing down the right mincer is a very good idea) to the bird portal at 
the end of the section. Send them through and return for the remaining 
Mudokons, not forgetting to check the shadows for any strays. 

Once these are dealt with head back left towards the doorway with the 
warning sign above it. Go through to be taken down a lift. Head left and a 
guard begins to chase you. Continue running left and you reach a grenade 
dispenser. Stand next to the green button and tap Up get a grenade to fall 
out of the pipe at the end. Pick up the grenade by crouching, then throw it 
onto the right screen from where you’re standing. The resulting explosion 
should finish off the guard who was in hot pursuit. 



Collect another grenade and head up the winch lift. Keep going until you 
reach the highest platform and walk onto it. Walk to the very edge of the 
platform so you're above the mines. Press the Throw button and tap Up to 
destroy the mines in a spectacular explosion. Lower yourself down to the 
ledge the mines were on and drop down to the platform beneath it. As you 
land quickly go into a crouch and roll left to get off the screen before the 
guard wakes up and plugs you. Hopefully you won’t have found this first 
level too hard, because it is basically a training level and things are about to 
get considerably tougher! 


stockvaRD escape 


Keep jumping across the platforms to the left until you reach the screen with 
the motion detector beams in it. Stand still and step forwards bit by bit so 
you don’t get caught moving. There’s a Mudokon below, so rescue him on 
vour way across. You are at the Scrab pens, jump the first gap then jump the 
second gap. It’s a bit wider but you grab the edge to the left and hoist up 
and continue on left. At the large Scrab pen you have a real problem on your 
hands. You can’t jump right across and dropping down and attempting to 
run and hoist back up is no good. The thing to do is wait in the middle of the 
right-hand platform. When the Scrab is moving right and just over ha f way 
across the screen run and jump left down into the pen then, while still 
running, jump up and left to grab the edge and hoist up. This will 
undoubtedly take many attempts, but don’t lose faith. It is possible. 

You see a swarm of little lights at the next screen. These are hint flies. Keep 
the Chant buttons held down and they form a helpful message. This lot spell 
out the message ‘THESE LIGHTS WILL GUIDE YOU’, just to get you used to 

jumpover the next gap and there are more hint flies. The message this time 
is ‘SNEAK IN AND OUT OFTHE SHADOWS’. This is vitally important for 

reasons that will become clear in a moment. 

In the screen with the sleeping Slig on the left, drop down into the gap and 
grab the left edge, but don’t hoist up yet. By this time the Slig is up and 
about. When he disappears off the left hand side of the screen hoist up and 
tip-toe left until you are in front of the big rock. Can you see yourself in the 
shadows? No? Good! Neither can the Slig, as long as you keep perfectly still. 
When the Slig re-enters and goes past you to the right, tip-toe off the left 


hand side of the screen. 

Further on you see two Slig guards coming in and out of the screen at 
different points. Make a note of where the rocks are, then, when the guards 
are facing away or off the screen, tip-toe to the next available shadowy spot. 
Also if there’s only a small rock available, crouch and stay still. Hang down 
from the next ledge then drop down. Below is an inert UXB. There are two 
ways to do this next bit. Try them both to see which works best for you. We 
found the second way easier, but the first way is clearly the way it’s 
supposed to be done. Drop down and crouch next to the UXB. Tap it to prime 
it. Travel left to the next screen and you see two Sligs. What you need to do 




is travel just a bit to the left of the rock to annoy the Sligs then run right into 
the other screen to lure one of the Sligs after you. Jump the primed bomb 
then leap and hoist up onto the ledge, theoretically the Slig follows you over 
and dies by touching the bomb. Then go left into the other screen and hide 
in the shadows. You can then sneak past the Slig at the appropriate moment 
and hoist up onto the ledge on the left. Now, as we said, this method is not 
too hot. It’s better to ignore the UXB altogether. Go into the left screen, lure 
the Slig as before, but as soon as you appear in the right hand screen hide in 
the shadows. When the Slig passes to your right, crouch and rapidly roll all 
the way left across the next screen stopping at the ledge to hoist up. This 
somehow flummoxes the second Slig and you can get away. Odd, but 
extremely effective. 

Travel left and cross over the bridges. Activate the hint flies to reveal the 
message ‘RESCUE LOST SOULS’. Jump across the next chasm avoiding the 
bats. Sneak past the Slig guard then jump to the next ledge and climb down 
into the chasm to find more hint flies. The message reads ‘YOU CAN HOIST 
WHERE YOU SEE FALLING DEBRIS’. 

Basically, sometimes you can’t see an exit but falling debris indicates where 
there is a ledge above on the next screen. 

Drop down and take a rock from the rock sack. Roll through the tunnel to the 
left (holding down the X button). Throw a rock at the land mine beside the 
sleeping Slig to blow him up. Hide in the shadows to sneak past the next 
Slig. At the following ledge hoist up and creep across. The hint flies say 
‘ALMOST HOME’. Drop down onto the other side then walk to the next 
chasm. Hoist up onto the ledge here and leap over the land mine. The hint 
flies say ‘SLOG GOES BOOM’, offering a clue as to what’s ahead and what to 
do about it. Upon finding the Slog, race back to the land mine and leap over 
it. The Slog runs into the land mine, immediately blowing up. Hoist up onto 
the ledge again and go left. When you run into another Slog, retreat letting 
him pursue you. Leap up onto the jutting ledge overhead on the screen to 
the left of where the first Slog was encountered and hoist up. When the Slog 
is under the ledge jump down and run to the left. Leap over the land mine 
when you come to it and gain the pursing Slog goes boom! 

On the rocky outcropping above this area a third Slog sleeps in front of a row 
of landmines. Get near the landmines from below and throw a rock up and 
left to set them off, killing the Slog in the process. When the mines are 
cleared, hoist up and travel left. Hoist down the next cliff-side. The hint flies 
say ‘WATCH YOUR STEP’. Hoist down from there and a sequence shows you 
losing your footing, falling and hurting your head which leads you neatly 
into the next part of the game. 

moNsaic awakeNep 

Go left to exit the screen and press up at the palm-printed stone to get a 
message. Proceed left, timing your jumps carefully so the rocks plummeting 
down don’t take you with them. When you’ve made it to the next screen you’re 
confronted by a fellow Mudokon armed with a catapult. Emulate the sounds 





he makes exactly, otherwise that catapult he’s holding is put to good use. 

Drop down the cliff edge when the Mudokon has acknowledged your 
message, and activate the second stone tablet by tapping A. Read the 
exceptionally helpful message and use the Chant buttons to take over the 
guard beneath you. Walk the guard to the left screen and shoot the Stigs 
standing there, self-destructing when this is done. Take Abe through the 
door to the right to reach the next section. Follow the screens right while 
testing out the new abilities written on the banners above the screen, and 

head through the door at the end of the section. . . 

You should now be in the place where you killed thetwo S ''S s ; W ' ththerl " 
out of the way you can just walk left and climb onto the ' ed ge to get over to 
the far left of the screen. Keep going until you reach a rope lift. Get some 
more information on your quest from the stone tablet and continue up the 
lift Walk off left when you get to the top and emulate the Mudokon guard 
hereto getpast.lump»e Jap and head left. Flick ,h. axitchthat 
to and head down the well that appears. When you emerge f r ° m lt a "° ther 
Mudokon is waiting for you: copy his sounds and walk left-Head through 
the large door you come across and you’re treated to an FMV clip that takes 

you to the next section. . . 

Walk right when you come out of the doorway. Use the stone tablet and go 
down the well. Use the next stone tablet you find to obtain a map and 
instructions on what to do next. Walk left and take a hint from the tablet 
before chanting to activate the bird portal and jumping through it. Winch 

yourself down the lift when you re-materialise, then head left. 

You come to a meditating Mudokon. Leave him alone and walk onto the next 
screen. Climb up the ledge and run along under the beehive; the bees chase 
you so quickly run to the next section. Run past the Mudokon and stop near 
the edge of the cliff and the bees attack him instead. Take a running lump off 
the edge of the platform and pull yourself up the ledge. Activate the tablet 
to get the bell song and go back the way you came. This time head up the lift 
and walk left to find a sign saying ‘chant’. Hit the Chant buttons and the tune 
you picked up from the tablet is played on the bells, opening the door in the 


Go through the door and walk right. There’s another guard here for you to 
copy. When he vanishes flick the switch to light the fire behind you and keep 
walking right. Eventually you come to a ledge. Chant to get the wisdom of 
the flies before doing a standing jump from the ledge. Keep on running 
along until you reach a switch: flick it and return to the previous screen. 
You’re now given a choice of two wells to descend: tap Up go to the section 
you wish to tackle first. You can choose either Paramonia or Scrabania, but 
you have to complete them both eventually anyway, so we ll start with 
Paramonia. 


paRamoNia 


From the start travel right and use the stone to be told about the Elum 
creatures and how to ride them. Tip-toe right into the next screen. Activate 




the bomb next to the sleeping Slig and quickly hoist up to the platform to 
escape the explosion. Get a stone from the bag then drop back down and go 
right, throw a stone at the mine to blow it up and pull the lever. Go back left, 
get more stones and use the now active well. It sends you up to the top of 
the screen where you can summon the Elum. Drop down and climb onto the 
Elum’s back. Go right and run and jump right from the edge to clear the gap. 
Mimic the Mudokon’s sounds and he sends a pulley platform down for you. 
Tell Elum to wait and take the platform up. 

Go right into the next screen and take one tap right and crouch. Throw a 
stone to blow the mine and kill the Slig. Get the Elum back and use the lift. 
At the top, a beehive drips honey which the Elum starts to eat. Throw a rock 
at the nest to sort out the problem. Go right and there’s a big jump. There’s 
also a bomb so deactivate it first then make the jump. To the right there’s a 
Slig in the background. Run and jump the gap on the Elum and keep running 
to avoid the guard. At the next screen you need to climb up the platforms so 
say goodbye to the Elum and hoist up. 

You come to a screen with a lever flanked by two mines. Hoist up to the well 
on the left and jump in. When you land possess the Slig, go left, drop down 
and shoot the Slig guard. Go left again to drop to the lever and kill the 
possessed guard by stepping on a mine. Now take Abe back to the lever and 
pull it to make a pulley platform appear. Go and get Elum back and take the 
platform right to the top. Go past the hive (don’t ride Elum and the bees go 
for him instead of you). Travel left riding Elum and jumping al the gaps until 
you get to a ring. Pull it then keep going until you reach a screen with a 
lever, a well and a stone. Use the stone to get a password then pull the lever 
and jump down the well. Pull the next ring to activate another well, situated 
below. Jump in and you’ll be fired all the way up to the top. Get on the pulley 
platform and use it. At the Mudokon, give him the password you learned 
from the stone and he provides you with another pulley platform. Take it 
down and possess the Slig at the bottom. Tae the guard left and use him to 
shoot the other Sligs then blow him up. Once you’re back to Abe again travel 
left. At the ledges hoist up them and you come to a stone which you an now 
use. Time to ride your old friend Elum again. Jump the next chasm and at the 
next screen you’ll see a guard below. Possess him and travel into the next 
screen to shoot another Slig. Kill the possessed Slig on the mine. As Abe 
again go right and you see a well. Jump in and you’re transported to another 
screen. There’s a portal here so use it to exit the level. 

paRamoNia tempLe 

Go right and there’s a well. Go right again and lure the Slig back left, quickly 
enter the well and you appear in the background. You can now possess the 
Slig guard. Go right to the screen with the Slog and the pulley platform. 
Shoot the Slog and blow up the possessed Slig. Bring Abe back around and 
use the pulley platform to go down. At the lights, don’t chant. They warn you 
about a bat, but in doing so enables the bat to get you. At the screen with 
the lever there’s a Slig guard. When he’s almost at the right of the screen 




pull the lever to drop a boulder on him. You next come to a screen with six 
doors in it. Read the stone first for some helpful hints. You then have to go 
through each door in turn (starting at the top left) and solve the challenges 
beyond to light all the torches. Go through the first door. 

Door One: When you emerge from the door there’s a Paramite. Ignore him 
and jump up and hoist up onto the platform. Go left. At the next screen 
there’s a Paramite below. Jump left then move back right immediately to lure 
the Paramite out. Hoist down and pull the lever. Take the pulley platform up. 
At the next screen chant at the lights to get useful info on getting rid of 
bombs. Ride the pulley platform up to the top then hoist up to the net 
screen (stand where you see the falling debris). Get a chunk of flesh from 
the bag. Go right back to the screen with the lever and the Paramite. Throw 
the meat to occupy the Paramite and use the stone to get a password. Take 
the lift to the screen with the well and the Mudokon on a lift in the 
background. Give him the password and he gives you the Spirit rings, a 
move which enables you to blow up bombs from a distance. Blow up the 
bombs in the room with the flintlock lever and use the lever. Get the spirit 
rings ability again and travel back to the room with the row of mines. Blow 
them all up. Hoist up and use the lever on the right. Go back to the screen 
with the well in it (its now active) and jump in. When you land run and jump 
left to reach the exit. 

Door Two: Drop down and go left. Lure the Slig back into the screen on the 
right and hoist up onto the ledge. Possess the guard. Travel left and shoot 

the next Slig then blow up the possessed Slig. 

Take Abe across and get a rock from the bag. Travel left and there are three 
jumps with hanging boulders above. Don’t try jumping. Instead roll left and 
grab the next ledge as you go. At the next screen tip-toe over to the mine 
and activate it before running back right, thus luring the Slog onto the mine. 
Pull the lever to light the torch. Go back right to the screen with the bells. 
Blow the mine with a rock then chant at the bells before exiting the section. 
Good work. 

Door Three: Watch out for the dark spots on the floor. Step on them and 
rocks start falling from the sky. Do this to squash Paramites who chase after 
you. Go left and sort out the Paramite before using the stone. Go right killing 
paramites with boulders as you go then, when they’re all dead, hoist up to 
pull the lever. This lights the torch. Go back to the room with the bells in and 
chant before exiting the section. 

Door Four: Go right and you come to another screen with tricky jumps and 
hanging boulders. Roll and grab as before. At the next screen crouch next to 
the first mine and deactivate it when its green. Now move left and run and 
jump over the second mine to grab and hoist up to the ledge. Hoist up to the 
next screen and deactivate the three mines. Pull the lever and tip-toe into 
the room to the left. Pull the ring. The Slog chases you, so run right to drop 
off the platform and grab the next ledge. Travel all the way back to the first 
screen and exit. 

Door Five: Hoist up and get some meat from the bag. Carry on upwards and 
at the top go left. Throw the meat then while the Paramite eats, pull the 
lever to crush it. Go left to find another Paramite which you should kill in the 
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same way. Go right again and lure the next Paramite back to the lever room 
to kill him as well. Go right again and throw some meat for yet another 
Paramite. Trigger the huge boulder and run left and hoist up onto the 
platform so you don’t get crushed. Roll right and activate the portal to get to 
the secret Paramite Packaging Room. 

Go right and press X to roll through the tunnel to the right. Jump up and 
hoist up to avoid the Paramite then talk to the Mudokon. Order him to follow 
you. Drop meat for the Paramites then get to the next screen. Repeat the 
process for the other Mudokons then let them escape via the portal. After 
they’ve escaped roll under the falling boulders and escape yourself. Once 
through the portal go right back down to the bottom of the level and go left. 
There’s a beehive here. Go to the next screen and lure the Slog back to the 
hive. While the bees are busy hoist up to the stone to get the password. Go 
down and at the bottom go left. Throw some meat at the nest to make it fall 
on the Slog. When another Slog appears he’ll eat the meat leaving you to 
pull the lever and light the torch. Go up and left to the bells and chant at 
them. You can now exit this section. 

Door Six: Follow the Paramite left until you reach the meat bag screen. Hoist 
all the way up then at the top exit left. In the screen with the huge boulder 
approach the lever. When the boulder starts rolling run right and drop down. 
The boulder crushes the Slog and you can now exit below to the left and find 
the screen with the stone in it. Use the stone to get the password. Get some 
meat and pull the lever that was near the big boulder. Jump in the wells and 
you get to the lever which lights the torch. Use the lever and make your way 
back collecting some more meat on the way. Distract the paramites along 
the way with the meat and eventually climb up to the screen with the bells 
and the exit. Chant at the bells and exit the section. 


paRamoNiaN Nests 

Walk right to the lift and winch yourself to the next level. Run left and jump 
to the platform before the Paramites catch you. Jump over the gap to the 
right and run to the next screen. Keep running and leap over the trap door 
that opens on the following screen. Run off the end of the platform and jump 
for the overhang on the next screen. You can. dangle here out of harm’s way 
as the Paramites don’t have the ability to climb. When you feel you can 
continue, pull yourself up and start climbing. 

When you reach the next screen pull Abe onto the ledge then tap quickly so 
he’s hanging from it. This should cause the two Paramites that drop in to run 
over Abe and fall onto the level below, leaving him unharmed. Get to the 
platform on the top right of the screen and pull yourself onto the next 
section. 

Roll through the tunnel to the right and climb up to the top of the platform. 

Roll quickly left and head for the next screen at full pelt. Jump across the gap 
and quickly jump up to the next platform. Burn it right and do two swift rolls to 
get under the outcrop of rocks. Run onto the next screen and chase the 
Paramite until you get to an overhanging platform. Climb up onto the platform 




quickly as the Paramite you were chasing has just met a friend. Leap into the 
hole before another Paramite appears and collect some meat from the bag on 
the next screen. Go through the second hole and chuck the meat down for the 
Paramites, leg it to the door, and make a speedy exit to stay alive. 

Hit the chant buttons as soon as you appear on the other side of the door so 
there’s no chance the birds are scared away. Take a running leap through the 
portal to your initiation ceremony. Congratulations you have completed the 
first half of the game. Good isn’t it? Pretty darn hard as well so you would be 
well advised to join us next issue to help Abe on his odyssey and save his 
fellow Mudokons. 


scRaBaNia 

Walk to the left and do a standing jump over the mine. Grab on the ledge 
and hang down. When the Slig walks left climb up and arm the bomb then 
run right away from the mine. When he’s dead, walk left. Climb up and pull 
the lever to kill the Slig. Go left again and stand to the right of the lever and 
pull it Go back to the first screen of the level and use well. Pull the next 
lever and use the well again and go to the left. Jump into the well next to the 
mine. Now possess the Slig and explode him, then jump into the well. Jump 
up and pull the ring on the next screen and lower yourself carefully to the 
screen below. Get on the Elum and run him to the left. Jump over the gap and 
continue into the tunnel. Come out and run to the right, jumping the gap. 

Get off Elum and use the winch lift together going down. Copy the 
Mudokons whistles here and gain the spirit rings, now go right. Chant to 
release the rings and go left to the next screen. Climb up and go right to use 
the lever, now go left. Go down to the next screen and copy the Mudokons 
whistle chant to gain the spirit rings and go to the right. Use the winch lift to 
take you down and chant to destroy the mines. Climb to gain the whistle 
code and continue left and up. Now go left and repeat the code you heard 
and go right. Climb down to where you meet a Mudokon and roll under the 
floating mine while repeating the whistle code. When you’ve done that the 
Mudokon moves the mine for you. When it’s out of your way, use the spirit 
rings to destroy it. Go back and collect Elum and coax him back and mount 
him so you can jump the gap to the right. Continue running right across all 
the screens without stopping and occasionally jumping the gaps until you 
come to the exit. 

Go to the right then dismount Elum and go up to the next screen. Elum is 
attracted to the other Elum here. You can’t stop him just by talking to him, 
you have to find some other method. Go to the right winch lift and take it 
down. Go right as far as you can occasionally jumping a gap or two. When 
you get to a lever duck to avoid the Slig and pull it when he’s not looking. Go 
left and use the well. Pick up the rock you’ve just dislodged from the sack 
and go up to the next screen on the winch lift. Climb up the mini cliff and 
duck. Throw the rock to blow up the mine here and roll left to the next 
screen. Repeat the code to the Mudokon and gain the spirit rings. Go back 
to where the Elum is still eating the honey and go right to the next screen. 
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Use the spirit rings then roll beneath the huge cactus plant and climb up. 

Pull the lever here and go back down. Run quickly back to the Elum and 
make sure the bees attack him and not you. When he’s been put off the 
honey, take him down using the right platform. Mount up and go to the right, 
jumping when you need to. Stop when you come to a well with a land mine 
nearby. Get off Elum and use the well. Disarm the bomb and roll right. Use 
the well next to the cliff and get another rock. Jump to the right and go 
down. Pick up the rock and throw it at the mine destroying it. Now go up and 
jump to the left and back down again. Get the whistle code and go up. Jump 
right and continue in that direction. Repeat the whistle code to the Mudokon 
in the background and go to the left. Now go down and then left and use the 
spirit rings to destroy the mine and the security orb. Now you can possess 
the Sligs and kill them all. Jump into the well and go back to the Elum. 

Mount up and go to the right. Go up and to the right and make the final 
jumps that take you into the tunnel. 

Go to the right, dismount the Elum then climb down carefully. Pull the lever 
here and climb up again. Get back on the Elum and jump the large gap to the 
right and continue that way. Keep running to the right but don’t stop 
because there’s a floating mine hot on your heels. When the mine isn’t 
behind you anymore, stop and dismount the Elum. Climb up to the next 
screen and possess the Slig and walk him to the right. Take him down and 
shoot another Slig. Go down to the left and pull the lever. Now back to Abe 
and remount Elum then go right jumping more gaps. Stop when you come to 
a very small gap. Dismount on the other side and creep to the right, cross 
through the next screen and continue right, jump clear over the mines then 
duck to avoid the other mines and continue right again. Repeat the code to 
the Mudokon to get the rings and then pull the lever. Go to the left and use 
the spirit rings then keep going right. Jump into the well. Possess the Slig on 
the other side and go right. Kill another Slig then explode the one you’ve 
possessed. Jump into the next well and go to the left. Get back on the Elum 
and jump him to the right over the gaps. You have to leave the Elum now so 
get on with it and climb over the big tabletop rock and continue right. Use 
the well and go to the next well with lots of floating mines rotating over it. If 
you jump into the well when one of the mines is about to touch you, you 
should be able to blow up the mines without killing yourself! Repeat the 
code and use the next well. Go to the right and repeat the code. Use the 
spirit rings and go to the right. Use the well and go to the right. Chant to 
open the portal and run left, use the well to avoid the Slog and run right into 
the portal without being eaten alive. 

scRaBaNiaN tempLe 

Go to the right cautiously, rolling behind rocks away from the Sligs. Do a 
standing jump over the mine and deactivate the bomb. Now run and jump 
over the land mines that are all close together. Keep going carefully and 
jump the final mine then enter the door. The first door you’re going to 
attempt is on the top right of the next screen. 




DOOR 1 (top Rir.Ht-HaND door) 

Get the clue from the left and continue to the right. Wait for the Scrab to 
become agitated then run and jump to the upper platform and hang under 
S When rs clear use the well. Pull the lever to the right and run left when 
the trap door falls. Go left. Now roll under the rock and drop to the next 
screen where the well is. Run left and jump to the platform Run back and go 
up the lift before the Scrab has you for lunch. Possess the bells and you re 

sorted. 

do or 2 (top Left-HaND doo r). 

Get the rocks and lower yourself off the cliff edge. When the Scrabs below 

you jump down and run left down the gap. Roll to the right andusea rock to 
destroy the mine and go right to get the clue. Climb up where the stones are 
falling to the ground. Chant to possess the bells then go left and pull the 
levecGo back to where you got the sound clue and climb up to the doorway 
and exit. 


DOOR l (Next to DOOR 2) 

When the Scrab is as far right as it can be, drop down and walk left to pull 
the lever. Turn and run and jump back up to the door. When the Scrab is far 
left drop down and enter the well which transports you to a well m the 
background. Now jump back into the well. Go right until you find another 
well. This takes you to a clue rock, read it to get the bell sounds. Wait until 
the Scrab is under you and jump off the ledge onto the next screen. Use th 
well in the upper left side of the screen. You come out at a lever with a 
trapdoor under you. Climb up to another lever and pull it then ower yourself 
down. Go down and to the left and enter the welt from the right side Look 
for the falling debris from the top of the screen and climb up there. Chant to 
possess the bells and exit. 

door 4 (opposite door ?) 

jump off the edge so you hang off the ledge then drop down to the lower 
screen. Kill the bottom Slig with the falling boulder lever and roll across to the 
next screen. Possess the Slig and point him towards the Kennel and pull the 
handle, shoot all the other Sligs you come across and go right to kill another, 
now kill the one you’ve been controlling. Jump into the well to go into the 
background and get the clue, now use the well next to the clue to finish the 
level Qust exit on the next screen after chanting to possess the bells). 


DOOR 5 (Next to DOOR 4) 

Have the Scrab chase you and jump onto the ledge in the next screen. Let 
the two Scrabs fight it out then go down and use the winch lift, go down 
then right again, when the Scrab sees you run back onto the ledge again. 
When the next two Scrabs have finished, run to Co6 with the Scrab hot on 
your tail, jump to the platform and pull the lever and jump into the well. Pull 
the lever then go right to get the clue, go left and use the well. Run right 
when it’s safe and jump to the ledge and jump up again onto the next 
screen. Drop down from the ledge and possess the bells to open the door. 










DOOR 6 (BeLOW DOOR 

After a run with a hungry Scrab hot on your heels, jump up onto the platform 
and pull the lever. After the Scrabs have fought, run back and get the Scrab 
to chase you and jump to the platform with the lift, ride it up. Go left from 
the screen and then run back when the Scrab starts to chase you. When the 
Scrab stops on the winch lift pull the lever to drop him down to the next 
screen. Wait a bit then bring the lift back up hopefully without the Scrab. 
Take it up and get the clue. Now return right and take the lift down. Run 
right, possess the bells and exit through the door to finish. 

DOOR 7 (BeLOW DOOR 4) 

Wait for the Scrab to jump down a level then run and jump across and pull 
the lever. Go left and jump to the higher ledge to get the clue. Keep going 
left until you meet a Scrab then jump up onto the platform and possess the 
bells to complete this door. 

DOOR 8 (Next to DOOR 7 ) 

After you have used the well and the lift to go down, go right and get the 
Scrab to follow you. Jump to the platform and pull the lever to take it up. 
Jump into the higher well. You’ll see the Scrabs fighting, now go back down. 
Pull the lever then go to the lowest stop of the winch lift and pull the lever 
there too. Jump into the upper well. Get the clue then now go left to pull the 
lever to light the flintlock. Go back to the clue and jump in the well there. Go 
down the lift and possess the bells to finish this door. 


scRciBaNiaN Nests 


Go to the right first and make the jumps in that direction. Now climb 
upwards. Climb on the platform and chant then go up again. Run right then 
climb up onto the platform. Now go upwards then straight back down again. 
Chant here to make the Scrabs below you fall down. If they don’t or only one 
of them falls, chant again until they’re gone. Then chant again so they fall 
once more. After that continue up then climb up and go right. Climb up the 
right hand ledge and then jump and run left. Pull the lever here to kill the 
Scrab and then go down and right. Pull the lever on the right to stop the 
barrels then enter the door. Chant to open the portal and enter. Go left and 
jump then take the door. Stand next to the lever to the right and chant. 

Climb up and go to the right and use the portal. 

stockyaRDS 

At the start of this level, climb up and to the right whilst avoiding being 
detected and hurt. Keep going right. Start running right then climb up and 
continue right again. Once again, avoid detection and pull the nearby lever 
then go left. Run far left and climb up to the next screen, now proceed right. 
Go right but don’t climb up, instead pick up the rocks on the floor and then 








00 to the left. Climb up now and go on to the right. Jump over the land mines 
and avoid the beams to proceed right. Throw the rocks you picked up just 
now at the four mines to destroy them from a safe distance then go right. 
Climb up and run right, nudge the rock sack to dislodge a few. Continue to 
the right, rolling under the Slig then climb up onto the right platform. Jump 
off from the platform to the left in the rolling position. Run left and climb up 
in that direction, find the rocks on the floor and pick them up then go down 
and right. Climb up to the ledge you were on earlier but instead of going 
right, go to the left and you’ll find a portal with mines obstructing your path. 
Duck down low and throw one of your rocks at one of the mines then 
again strategically so you can get past by only using two rocks. If you need 
more just backtrack to the rock sack then return. Now you can enter the 
portal in safety. Jump right next to the live land mine and deactivate it 
carefully. Do a well timed running jump to the left and stay hanging dow " 
when the beam crosses over you. When the Slig turns up on he scene climb 
up just in time to catch the fireworks! Fall down and pull the lever next to the 
mine that the ex-Slig detonated, after that run and jump right and climb 
upwrards. Go to the right and disturb the sleeping Slog when ,t tries nipyour 
butt take a left. Jump down to the inactive land mine then when the Slog 
comes running in your direction, run and climb to the left. Whoops, there 
goes another sloppy Slog! Go down a level and jump the mine then going 
right. When you reach the Slog who’s taking a nap, lower yourself to the 
portal and your exit from the Stockyards. 

RetuRN to RUPtuRe faRms 

Go left and rescue the Mudokon then enter the door. Run to the left and 
climb up to the higher platform. Possess the nearby Slig and walk him right 
killing everything you encounter. When you reach the screen with the meat 
saws on it, explode the Slig and continue right. Now go careful and take your 
time, kill all the Slogs and don’t go any further until they’re all dead, now 
you can continue going right. Pull the lever and go down and to the right, 
save all the Mudokons then keep going right. Enter the door and then the 
capsule then another door. Climb up to the higher platform and possess the 
Slig. Walk him to the left. Walk right up to the speaker and copy it, kill the 
Slig that comes onto the screen then explode the one you’ve been 
controlling. Now go left and climb up to the next screen, then go right and 
climb to the higher platform. You should now be in a room with three doors, 
you need to complete all the levels behind the doors in order to open the 
other door that is currently locked. The doors are ordered from left to right. 


DOOR 1 

Walk to the right and limb past the portal without disturbing it. Pull the lever 
and run to the left. When the Slig approaches, climb quickly to the right. 
Possess him and take him to the left. Copy the speaker and kill the Slig that s 
to your left now explode your Slig. Save ail three of the Mudokons to get the 
Shrykull then climb up to the higher screen. Go upwards and pull the lever. 
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now take a right. Use the Shrykull and fall, then climb straight back up again 
quickly. Possess the Slig and make him kill the Slig to the right, now explode 
the one you’re controlling. Go right again and help the Mudokons there 
escape then return to the first door and exit through it to complete this level. 

DOOR 2 

Run to the right to avoid the horrible Slog that’s above you, now jump at the 
last second to raise yourself up onto the platform just before the Slig can 
shoot you. Possess the Slig and get him to call the Slog. Make them both go 
right to the next screen where there’s a Slig hiding behind a barrier. Tell the 
Slog to “Sic 'em” then call him back and shoot him yourself. Now explode 
the Slig you’re possessing. Now go down and to the right and roll through to 
the right and pick up some grenades on the way through. Wake up the 
sleeping Slig then run back to the left making sure that he follows you. Go 
all the way rolling under the barrier again and carry on left until you can 
climb to safety on the higher platform. Now possess the Slig and take him 
right killing all the Slogs in your path. Pull the lever and explode the Slig. Go 
down and to the right and free all the Mudokons and return to the entrance 
of this door and exit. 


DOOR 5 

Walk right and either jump the two land mines or blow them up with your 
grenades. Continue right and sneak past the sleeping Slig and jump up to 
the platform above. Wake the sleeping Slig by taking (anything except 
hello), then stand to the right side of the lever facing left and throw a 
grenade with the controller held down. The grenade should stop on the trap 
door. Pull the lever to drop the grenade onto the unsuspecting Slig below. 
Go down to the lower lever and pull that one too. Go to the right and use the 
winch lift to take you up. Kill the Slig there with a well placed grenade. Free 
all the Mudokons and go back to get some more grenades, now exit left to 
take on the final door in this section. 

Walk through the door marked Zulag 3 and enter the waiting capsule. Enter 
the next door and proceed right. Kill the Slig there and pull the lever then go 
left. Climb up and use the winch lift to take you to the next three doors. 

door 1 (top-Left door) 

jump over the gap to the right and sneak to the next screen. Get some 
grenades but be careful of the Slig patrolling the area. Climb to the upper 
level and go to the right. Throw one of your grenades at the security orb to 
destroy it then possess the Slig and get him to pull the lever. Walk him back 
to the left and kill the Slig that’s there. Carry on to the left and make him run 
and fall to the lower platform. Pull the lever there and then explode him. You 
may want to hang around to find more Mudokons but you are free to exit to 
the left if you wish. 

DOOR 2 (tOP RICHt-HaND DOOR) 

Avoid the mines here, the best way is to run and jump to the right, down to 
the lower level. Go left when it’s safe and pull the lever. Go to the middle 







raised platform and pull yourself up onto it. Run and jump again to the right 
when the mines are out of your way, proceed to the next screen. Wake up 
the Slig and drop down to pull the lever when he disappears. Climb back up 
to safety because he’s coming back. When he’s gone again, lumpontothe 
winch lift and take it up. Pull the lever there and get some grenadesfrom the 
machine. Take the winch lift back down now and climb up to the higher 
platform Blow up the orb with a grenade and possess the Slig. Take him to 
the left to shoot the other Slig. Now explode yours then pull the lever and go 
to the left to exit this door and to attempt the final door. 

DOOR l 

Run right and cross the next room and sneak into the next Slowly sneak 
n-act the tree Sligs and the lever to the next screen and pull yourself up to 
the ledge then possess the Slig below. Walk him back and stand him next to 
the lever Pull Uwhen each of the above Sligs are over the trap door. 
Systematically murder all of them then kill yourself. Now go left and coax the 

Mudokon to follow you to the trap door and drop hl ^ d °^ n walk°to ?ht 
the Sites Go right together and free him and enter the door. Walk to the 
right then drop down (pick up some grenades if you need to . possess th 
cL and null the lever and take a right to the next screen. Kill all the bugs 
that fall If you die, take Abe to the next screen then flee back to the higher 
platform and possess another, just make sure you kill all the: Sligs. Copy the 
speaker and kill the Slog on the other side. Go right and k| f he Shg there 
then explode your Slig to return to Abe. Go to where you killed the last g 
and free the two Mudokons through the portal. Now return to the start o 
this level to complete the final door of Zulag 3. 

The door for you to exit is Zulag 3. which is now open allowing you to 

proceed to Zulag 4. 


zuLac 4 

Walk to the right and climb up two levels and continue right, now enter the 
door and keep right. Get the Slig on the next screen to follow you back and 
climb up to the higher platform. Possess him and move in to the right. Kill 
the Slig and the next one then make your Slig take the lift down. Shoot the 
two Sligs there and continue right without worrying about the lower Slig. On 
the next screen, shoot the Slig then wait and shoot all the other Sligs that ll 
appear in quick succession. Fall to the lower level and shoot the final Slig 
then explode yourself. Now go to the right and down a screen then possess 
the Slig and explode it immediately, now go right. Go right some more on the 
lower platform level then kill the sleeping Slog with a grenade to shut up. 
Roll through the barricade and jump to the higher level and pull the 'ever to 
shut off the electric barrier. Go right and free the Mudokons then go a g 
some more grenades and go right to blow up the Slig by the door if you 
didn’t earlier. Continue through the door. Run right and climb up then kill the 
Slogs using your grenades. If you can’t get all of them, move to the other 
platform and continue until they’re all dead, now go down and to the left. 





Possess the Slig here and take him left again. Kill all the Slogs then pull the 
lever and explode your Slig. Now go left and pull the lever to free the 
remaining Mudokons. Move to the left then continue to the left and up to 
exit through the door. 

Go to the left and jump the gap. Hide in the shadows to avoid the Slig then 
go up and right into the door. Go to the right and possess the Slig there then 
pull the lever and run him to the left. Pull the lever and go cautiously to the 
right so the Slogs don’t attack you. Kill them all but do it in short bursts so 
you don’t get pushed off the screen. When all the Slogs are dead, explode 
your Slig and return to Abe. Go down and to the right, jump over the mine 
and climb quickly up to the left. Go to possess the Slig and watch him 
explode! Go to the right and enter the door to the final and toughest level of 
the game. 


tHe BoaRDRQom 

You’ve got to be careful here because you only have two minutes to finish 
this section of the last level, so you have to work fast and hard. Obviously 
it’s quite short but it’s tough and taxing. The very last Mudokon is here and 
he’s willing to give you Shrykull if you save him. So make sure you use the 
Shrykull after pulling the ring. 

Run to the left and simply fall off the ledge to the screen below, forget about 
the Sligs as you haven’t got time to worry about them right now. Go to the 
right and fall again. Walk to the ledge and lower yourself carefully between 
the bombs, jump over the bomb to the left but don’t bother disarming it and 
continue to the left, jump past the meat saws and climb upwards. Now roll 
carefully to the right. Pull the lever then roll to the left. Continue left some 
more and hang down off the ledge. Now go right past the meat saws which 
is pretty tricky, then continue to the right, jump over the land mine and pull 
the lever. Now carry on to the right. Again, jump past the meat saws then get 
onto the winch lift and take it down. Go to the right and take a running jump 
over the land mines in your way, now roll under the barricade and jump 
some more mines. Go down and then grab the ring that’s disguised by the 
darkness. Hopefully you’re all right for time so go to the left and deactivate 
all three of the land mines to rescue the Mudokon. After you get the 
Shrykull, pull the ring. This is the big moment -use the Shrykull then pull the 
lever straight away. 

Well done, you’ve cracked Abe’s Oddysee in fine style. If you rescued all 99 
Mudokons, you’re treated to the highest honour a Mudokon could receive. 
Sit back and enjoy the ending, you’ve earned it! 




bLood omeN: Legacy of kaiN 

At the time of writing, this one’s about to be released on Platinum. Here s a 
guide to getting the most from the items and spells you find along your 
travels, and solutions to the most difficult puzzles in the game. 


tips 

If vour Dath forward is blocked, it could be that you need to accomplish a 
task orfind an item in the last location before proceeding. For example you 
can’t climb the mountain until you find the Wolf form, or push the boulde 
out of your way on the bridge until you’ve found a way of making you 
stronger. 

When you enter a new town, take care to loot every single building there. 
You never know what you will find. Blood Omen: Legacy of Kain is not a race 
IgainstLe. Rushing forward to the next boss fight leaves you with too few 
items to succeed - explore at all times. 

If you block your own passage, eg. by pushing the stones incorrectly in the 
cave near Nupraptor’s Sanctuary, leave the way you came and come back, 
the puzzle is usually reset. 

There are often citizens walking around towns. These arei greatforsuckjng 
blood. Take as many as you need, but no more - you might need them later 
in the game. The amount of citizens at large often depends on the time of 
day - if the town is empty, come back later. 

Flying to the next dungeon isn’t always wise. There may be items and spells 
to be found on the way. For example, fly to Vorador’s Mansion and you miss 
the Control Mind spell. 


When low on energy outdoors, use your Sanctuary spell. You regain half 
your blood without losing a valuable Heart of Darkness, and when you ve 
got the Bat form, you can fly back to near where you were, so you lose little 

time. 


If you see a purple glow (usually denoting a secret switch) or an object 
which could contain collectibles behind a bar or other such low obstacle, 
use the Wolf to jump over it. 

If you’re really low on blood and unlikely to survive, use a Heart of Darkness 
while still alive - you get far more blood from it than if you’d died and let it 
resurrect you. 

Don’t be afraid to use your items. There are plenty to be found, and many a 







promising young vampire has been killed because he saved his tools for 
later instead of using them to save his life. 

Always move boulders and chairs found inside buildings and dungeons - 
they often conceal switches. 


speLLs 

Spells are found throughout the game. They can be cast at will, as long as 
you’ve got enough magical energy: 

saNctuaRy 

This is the first spell you find. It returns Kain to his crypt, where he regains 
energy. 


LlCHt 

This one’s great in dark areas, illuminating the area around the vampire. It 
only lasts for a limited time, though. 

eNeRcy BoLt 

This one fires a bolt of energy at a foe, blowing him to bits. It isn’t hugely 
strong - many enemies take several shots to kill. It can also trigger switches 
at a distance - ideal if the switch in question is across a pit of spikes. 

RepeL 

This limited-duration spell creates a shield around Kain, protecting him from 
attacks and turning your foe’s strikes back against him. It’s especially useful 
in boss battles. 


mspiRe Hate 

Cast this one and your foes go into a frenzy, attacking the nearest person to 
them. When you face groups of enemies, this is usually each other. Cast the 
spell when faced with large numbers of attackers, then stand well back and 
watch the fun. 


StUN 

When you chop down a foe, they sway in a groggy state for a few seconds - 
this is when you can suck their blood. The Stun spell puts them into this 
state straight away, with no danger of killing them by striking once too often. 

iNcapacitate 

Fires a missile which freezes your foe, making him a very easy target. 

CONtROL miND 

This spell allows you to take over the body of a human foe, assuming his 
abilities and attributes. While active, a shield protects Kain from attack. 













bLood cout 

This spell drains an enemy’s blood, replenishing your own. It’s great for 
when you’re forced to fight when weak, as you can effectively suck blood at 
little risk to yourself. Make sure your intended victim hasn’t got tainted or 
poisoned blood, though. 


BLOOD SHOWeR 

As above, but strikes all creatures within the area. Needless to say, you have 
to be phenomenally careful not to drink poisoned or tainted blood this way. 

spiRit peatH 

This is basically a stronger version of the Energy Bolt, though it can’t trigger 
switches. 


LlCHtNINC 

Summons bolts of lightning to trash your massed enemies. Can’t be used 
indoors. 


spiRit WRack 

This is a sister spell to Control Mind. It works exactly the same, but isn’t 
limited to human foes. 


aRtefacts 

The artefacts are used in the same way as spells, but each object can only 
be used once. You can gather a number of similar objects, though: 

HeaRt of paRkNess 

This is an extremely useful item. If you die while holding a Heart of 
Darkness, it brings you back to life with a small amount of blood. Use it 
while alive and it gives you back a large amount of blood - thus it’s better to 
use it just before you die than just after. The Heart of Darkness resurrects 
you whether it’s readied or simply in the inventory. 

flay 

This is a sort of homing missile which strips the flesh from your foe and 
turns it into red drizzle. Several may be needed to stop a foe. It’s very slow 
moving, so a good tactic is to fire off several at a time, then walk behind 
them. 


impLope 

Another missile weapon, this one doesn’t home in on a foe - aim carefully. It 
causes an enemy’s body to fall in on itself for a very messy death. 

sLow time 

This one slows time for everything and everyone except Kain. Use it when 
faced with fast enemies who need cutting down to size. 












putResce 

This dissolves an enemy into a puddle of green acid. It homes in on enemies 
too. Foes that step into the green puddle are also dissolved, though it loses 
its potency after a while. It’s effective against groups of tightly-bunched 
foes. 


eNeRcy BaNk 

This item allows Kain to use unlimited magic for a short while, after which 
his magic bar is totally empty. It’s great for use against bosses - use an 
Energy Bank, keep casting Repel, and when the spell and the item run out, 
use another Energy Bank. 


peNtaLicH of taROt 

The card randomly chooses one of five spells or attacks, destroying groups 
of enemies in the resulting mayhem. 

aNti-toxiN 

If Kain drinks green blood, he is poisoned and loses health over time. The 
Anti-Toxin cures him. 


aRmouR 


Choose your armour well. Different suits have different strengths - swap 
between them as needed: 


iron aRmouR 

This is your basic suit, available from the beginning. It isn’t bad at warding 
off the blows. 


BONe aRmouR 

This armour isn’t as strong as the Iron Armour, but it causes weaker undead 
creatures such as skeletons and zombies to mistake you for one of their 
own, and not attack. A good way of avoiding trivial battles. 

cHaos aRmouR 

This isn’t as strong as the Iron Armour either, but it causes an attacker to 
injure themselves as well as you when they strike. Seeing a foe hack himself 
to death is very satisfying. 


fLesH aRmouR 

Yet again, this is an armour that’s not as strong as the Iron suit but offers a 
special ability. In this case, it sucks blood automatically, leaving you to get 
on with other things. 


WRaitH aRmouR 

This armour shares the damage between your health and magic meters, 
each taking half. 













weapoNS 


The weapons, found during the course of the game, can be changed at will. 
Tap the Attack button up to four times for devastating combos (though not 
with the Soul Reaver), but strike to wantonly and you risk hitting a stunned 
foe losing the chance to suck blood. Two-handed weapons (Axes and Soul 
Reaver) stop you using spells and items, but a Heart of Darkness in your 
inventory still resurrects you. 


IRON SWORD 

The standard, got-it-from-the-start weapon. Use it to open barrels and cut 
down bushes too. 


spikep mace 

This one’s great at stunning foes, making it really easy to suck blood. It’s 
also useful for opening chests and smashing rocks that bar your way 
forward. It only has a two-hit combo, but damage is considerable. 


axes 


These (you use one in each hand) have a number of advantages. You can cut 
down trees and spin with them extended, cutting huge swathes through the 
enemy ranks. However, being two-handed, you can’t use items or magic 
while holding them. 


flame sword 

This blade burns enemies and combustible objects alike. Because it 
cauterises wounds, though, you can’t suck blood after making a kill. 

souL ReaveR 

This weapon is two-handed, meaning you can’t use magic and items while 
holding it. It also drains magic power in use, losing a magic point for every 
hit point inflicted and has no combos. To make up for this, though, it causes 
really heavy damage. If you run out of magic while holding it, the Soul 
Reaver reverts to being an ordinary Iron Sword. 


fpRms 

These allow you to assume the form of an animal or elemental. They drain 
magic; run out and you revert to being plain old Kain. 

Bat 

You can only use the Bat form out of doors. It allows you to fly to an already- 
visited building or a Bat Beacon you’ve already found. It saves a hell of a lot 
of time, and makes it much easier to get back to your crypt with a Sanctuary 
spell. 
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woLf 

The Wolf form is crap in battle, but runs faster than Kain and is able to jump 
low obstacles or steps. It’s essential for getting around many of the areas 
you need to explore. 


Discuise 

Humans won’t talk to vampires, but with this form Kain can disguise himself 
as a peasant and get what he needs. It can be upgraded to Beguile, with 
which Kain disguises himself as a nobleman. 

mist 

This one takes huge amounts of magic, but allows Kain to float over water, 
through cracks in walls and into small crevasses. It’s extremely useful for 
finding secrets. 


poweR-ups 

These are found throughout the game: 

bLood viaLs 

Increases the size of your Health Meter. It looks like a test tube. Pick it up 
whenever you see it. 


bLood BeakeR 

Restores a portion of your blood. This cannot be stored - it you’re already 
full, leave it for later. 

RUNe tRiaNcLe 

Increases the size of your magic meter. Pick them up whenever you find one. 

macic spHeRe 

Gives magic energy. Different colours offer different strengths. Their relative 
potencies are (from weakest to strongest): Purple, Blue, Green, Orange, Red. 
If you’re already full, again leave it alone. 


mooN caves 


These only open when the moon is full, closing again as dawn breaks. You 
can never be trapped inside a Moon Cave - if you’re inside at dawn, the cave 
closes only when you leave. 

piLLaRS of tHe ciRde 

To heal the Pillars of Nosgoth, you must find and kill its guardian and bring 
back the token connecting him or her with the pillar. These are automatically 













deposited in your inventory and used when you return to the Pillars. They 
are as follows: 


PILLAR 

Mind 

Energy 

Nature 

Conflict 

Dimension 

Time 

States 

Death 

Balance 


TOKEN 

Nupraptor’s head 
Dejoule's cloak 
Bane’s head-dress 
Malek’s helmet 
Azimuth’s eye 
Moebus’ hourglass 
Anacrothe’s scales 
Mortanius’ orb 
No token 


tRickv puzzLes 

There are several tricky puzzles in Blood Omen: Legacy of Kain. If you re 
stuck, it will probably be in one of these places: 

paRk epeN (lava wastes) 

To cross the lava, which is impassable even in mist form, cast Mind Control 
on a person on the next island. Somewhere there’s a switch which creates a 
bridge to your own position. Do this three times and you’ve crossed the lava 
wastes. 


fLame sworp (stoNe keep) 

This one is found near Vorador’s Mansion. When you reach the rooftops, you 
find switches bathed in a red or green glow - treading on them removes this 
light. Tread on all the switches to lower stairs to the Rune Triangle and Blood 
Vial in the bottom corners of the roof. Now tread on the two switches that 
were initially green, found in the middle-left and middle-right of the roof. 

This lowers a set of stairs to the Flame Sword in the bottom-centre of the 
roof, between the Rune Triangle and Blood Vial. 

maLek’s BastioN 

For a short-cut, look for the grill with the purple glow at the beginning. It’s a 
switch which opens a hidden door. The switch combination further in is: 

*’*’*’* maze of LiCHt (NUPRaptoRS RetReatl 
This one’s confusing at first, but a cinch when you know what you’re doing. 
You start in a huge room with a floor pattern resembling a gigantic brain. To 
get through the closed north door you must first go through into each of the 
rooms served by doors in the corner of the main room. The first three lead to 
teleports which take you back to the centre of the brain room, but the fourth 
(south-east) leads to a room with a damaged painting inside, concealing a 
switch. Use it to open a door to a teleport which puts you in a completely 
dark room, in a square of light. You’re in an invisible maze - walk into a wall 










and you’re hurt and returned to the centre. Don’t cast a light spell - this 
makes the problem insoluble. Instead, walk around the edge of the lit 
square until a passage lights up. Now walk down this, very gingerly, until it 
lights a further passage. If this doesn’t happen, walk back and forth at the 
end of each passage - the walls are still invisible, but stay in the light and 
you’re safe. You eventually make it to a teleport which takes you back to the 
brain room, with the north door now open. Go and meet the mentalist. 

voRappR/s maNsiON 

When you reach the balcony-type corridor ending in a gold door, you find 
you can’t open it. Use the Mind Control to possess the woman on the 
balcony to your left, then use her to move into the room behind her, where 
there’s a switch. Press it to open the gold door. 


CHeats 


Use these if you’re really stuck, but you’ll fond the game much more 
satisfying if you persevere... 

99 items 

To win 99 items from a Spirit Forge, use the Mind Control spell and send the 
person you possessed into the forge instead of yourself. 

access aLL movies 

On the Dark Diary screen, press: 

4 -, ■*,■,#,+,+, «■ 

bLood Refill 

To refill Kain’s blood, press: 

extRa macic eNeRCV 

To replenish your magic bar, press: 









CROC: leceND of tHe COBBOS 

If you’re to join Croc in his epic adventure to rescue King Rufus and save the 
Gobbos from the evil Baron Dante and a fate worse than death, you need all 
the help you can get. Don’t worry; this complete player’s guide offers just that. 


foRest isLaND 


■ -1 aND so tHe anveNtuRe Begms 
From the start, collect the three white crystals on the stone path then turn 
around and destroy the Dantini. Now collect the pink crystal behind the 
mound of earth; it’s disguised as a white crystal. Jump onto the w^and 
erab the Gobbo then jump onto the two floating platforms and collect t 
white crystals. Stomp on the second platform three times to make the 
sparkles appear. These warp you to a bonus area where there are some 
white crystals and three extra lives to collect. Collect the red crystal on the 
top of the box then smash the box open to reveal more white crystals. Now 
jump back onto the well and perform a stomp to reach the area below. 
Collect the three white crystals on either side and blue crystal on the box 
then smash the box open to reveal the white crystals inside. Use the floating 
platforms to reach the extra life above the box on the otherside of the lava 
pool then smash the box to release the Gobbo. Jump back across the lava 
pool and use the lift to return to the area above then walk across the log and 

through the door. , 

Wait for the fireball to drop back into the lava pool then jumping across and 
collect the white crystals along the stone path. Use the next set of platforms 
to get across the large lava pool. There’s a green crystal to collect along the 
way. Rescue the Gobbo and collect the white crystals from the box before 

walking through the door. 

Walk right towards the gong and wait for the tunnel worm to disappear 
before using the rock to jump across and rescue the stranded Gobbo. jump 
back and collect the white crystals from the boxes then walk around to the 
well. Wait for the well snake to attack and disappear, then quickly jump into 


the well to reach the area below. 

Use the platforms to make your way across the lava but don’t stand on them 
for too long as they fall away. Destroy the two Dantinis then jump onto the 
box and collect the yellow crystal. Now smash the box to release the Gobbo 
then head back across the lava and use the lift to return to the area above. 
Once out of the well, walk through the crystal door. 

Use the jelly on the right to jump up and collect the key above then use the 
jelly on the left to collect the white crystals. Now use the balloon to float 
across the gap then release the caged Gobbo. Collect the extra life from 
behind the tree on the right before striking the gong to finish the level. 


1 - 2 UNDeRCROUND OVeRCROUND 
Smash open the two boxes to reveal the white crystals then use the 








climbable wall on the right of the well to reach the area above. At the top, 
make sure you collect all the white crystals as one of them is a red crystal in 
disguise, then walk over to the well and stomp your way down to the area 
below. Watch out for the Dantini as he spits fireballs at you. 

Walk over to the right and destroy the Dantini then jump onto the box and 
collect the yellow crystal from above. Smash both boxes then move around 
to the other side of the cavern and destroy the second Dantini. Use the lower 
box to jump up and collect the extra life and the pink crystal then smash 
both boxes to reveal more white crystals and a Gobbo. Now head through 
the door and use the balloon to float down to the lower level. 

Smash the two boxes on the lower level to expose the Gobbo and white 
crystals then use the platforms to reach the upper level. Destroy the Dantini 
then use the one of the boxes to reach the key above the platform then drop 
down and smash the two boxes, one of them contains a green crystal. 

Return to the lower level and release the caged Gobbo now jump back up to 
the upper level and continue through the door. 

jump across to the two platforms on either side and collect the blue crystal 
and Gobbo. Use the rotating platforms to get across the larger lava pool. Once 
on the other side, smash the box on the and continue through the crystal door. 
Use the jelly to jump up onto the monkey bars then use the second jelly to 
reach the ledge. Collect the three white crystals then jump onto the column 
of boxes and smash your way down through them. Once you’ve released the 
Gobbo from the bottom box, walk over to the gong and strike it. 

1 - 5 SHOutiN Lava Lava Lava 

From the start, turn around and smash the two boxes then jump onto the fallen 
log and walk halfway across it. Carefully jump onto the platform on the right 
and step onto the arrow at the end to reach the red crystal that’s disguised as a 
white crystal. Step onto the other arrow on the platform to return to the log 
then continue across the lava and smash open then next box to release the 
Gobbo inside. Before stepping on the switch to create the platforms across the 
next lava pool, walk behind the stone on the left where you see some sparkles. 
Step into them to be warped to the bonus area where there are some white 
crystals and two extra lives waiting to be collected. After returning from the 
bonus area, step onto the switch and make your way across the lava pool then 
jump onto the well and stomp your way down to the area below. 

As soon as you reach the area below the well, you see a Gobbo disappear 
under the centre box, the boxes will now be moved and swapped around. 
When the boxes have finished moving, it’s up to you to decide which box the 
Gobbo is under. Pause the game repeatedly to slow things down and make it 
a little easier for you. Once you have the Gobbo, use the lift to return back to 
the area above then continue through the door. 

Slide the box along the path to the second platform and use it to jump up 
and collect the key then slide the box along to the third platform and rescue 
the stranded Gobbo. Now slide the box back to the first platform and collect 
the green crystal then wait for the platform to rise up to the upper level. 
Smash the two boxes on the upper level and collect the white crystals then 
head through the door. 




Use the boxes to climb up to the upper level where a blue crystal and 
another Gobbo are waiting to be collected, then smash your way back down 
through the boxes collecting the white crystals as you go. Head back 
through the door and use the balloon to float down to the lower level then 

head left and through the door at the ends of the cavern. 

Step onto the switch to lower the platform and use it to reach the level 
above. Collect the pink, yellow and white crystals from the boxes then grab 
the key from behind the gong and return to the lower level to release the 
Gobbo Use the switch again to lower the platform then ride up to the upper 
level and head through the crystal door. 

Stepping onto the switch makes another three switches appear, each with an 
arrow that points towards one of the three tree stumps. You must jump on the 
switches each time a sheep appears from one of thestu ^ ps 
stomp enough sheep, you’re rewarded with the sixth Gobbo but if not, you 
gain an extra life or two. Once you’ve finished stomping, strike the gong. 

l -Bi LaiR oftHefeeBLe 

jump onto the floating platform and guide it across to the oPPOSite door, 
collecting the white crystals and extra life on the way. Don t stand on the 
extra life platform for too long, as it soon falls away. Carefully make your w y 
across the lava pools and past the two Dantims then smash the boxesand 
collect the white crystals before heading through the door to meet Feeble. 

As soon as Feeble makes a dash towards you, run away from him and then 
around in a circle staying one step ahead of him at all times. After a‘short 
while he lunges at you with his beak which ends up in the ground. Once he s 
nulled his beak out, he stands there waving his arms around. It s at this 
point you must attack him with a tail whip. You need to repeat this another 
two times before Feeble gives up. 


l-si tHe curvv caveRNS 

Use the platform to get across the lava pool then continue through the 
tunnel, avoiding the fire pits. Inside the next chamber, smash the box and 
collect the white crystals then use the arrow platform to reach the tunnel on 
the otherside of the lava pool. Continue through the tunnel to the next door 

and enter. , , .... ,, 

Destroy the Dantini then follow the path and head through the door. Use a 
jumping tail whip to destroy the next Dantini then use the platforms to get 
across the lava pool and reach the silver key. Once you have the key, return 
to the outside area and use it to unlock the switch then step on the switch to 
create the platform that allows you to collect the extra life from the box near 
the lava fall. Now head back to the area where you found the silver key and 

continue up the slope and through the next door. 

jump over the fire pits and then across the lava then continue into the next 
tunnel and through the door. Use the rotating platforms to get across the 
next two lava pools and reach the gold key then return back across the lava 
and through the door. 

Head back through the tunnel and over the fire pits then head right across 
the lava and use the floating platforms to reach the upper level. Before 





collecting the puzzle piece, head through the door and use the rotating 
platforms to collect the two extra lives at the top of the cavern. 

1-4 tHe tumBLiNc DaNtiNi 

Destroy the Dantini then collect all the white crystals. One of them is a red 
crystal in disguise. Jump onto the box and collect the key above it then 
smash the box to expose the first Gobbo. Now make your way past the 
tunnel worm and up the climbable wall to reach the upper level. Smash the 
box at the top and collect the green crystal then head through the door. 

Walk onto the bridge and stand in the middle then wait for it to fall away 
below your feet. When you fall, remain in the middle to land on the box 
below then smash the box open to reveal another Gobbo. Now head through 
the door and up the climbable wall to the upper level again then head 
through the door. 

Walk across the bridge and collect the white crystals from the box then 
continue into the tunnel. Inside the first cavern, jump on the floating 
platform and destroy the Dantini then collect the Gobbo and blue crystal. 
Continue across to the opposite ledge and head through the door. 

Collect the three white crystals along the path - one of them is a yellow 
crystal - then head through the door. Smash the boxes on either side to 
claim the pink and some white crystals then use the floating platform to 
retrieve the Gobbo on the otherside of the lava pool. Once you have him, 
head back across the lava and through the door then use the balloon to float 
down to the lower level, collect the Gobbo that’s stranded on the small 
island then head through the crystal door. 

All of the boxes contain white crystals, apart from the first one, which 
contains the sixth Gobbo. Smash each box in turn while jumping from one 
box to the next. When you smashed all the boxes, collect the white crystals 
and the Gobbo then hit the gong. 


1 - 5 cave feaR 

Smash the box open and claim the white crystals then push the sliding box 
towards the platform with the green crystal above it. Jump on the box and 
wait for the Dantini to fly around the back of the platform before jumping 
across to the crystal. Jump back down to the sliding box and push it towards 
the monkey bars then use it to reach the red crystal and the switch on top of 
the monkey bars. Once you’ve activated the switch, jump down and use the 
platform to rescue the Gobbo from the ledge then jump back across the lava 
and head through the door. 

Use the balloon to float down to the platform below and collect the blue 
crystal then quickly jump onto the arrow platform before you fall in the lava. 
Use the arrow platform to travel across the lava to the box, use tail whips to 
destroy the two Dantinis that gets in your way, then smash the box and grab 
the Gobbo before heading into the tunnel and through the next door. 

Use the small platform to reach the larger one in the centre then jump across 
to the box on the right to claim yellow crystal. Jump back across to the 
centre platform and continue across to the next box; it contains a Gobbo. 
Now jump back onto the centre platform and then across to the well. Collect 





all the white crystals around the well then head through the door. 

CoUectthe pink crystal from behind the gong then head across the bridge 
and use tlw floating platform to collect the key and rescue the G°bb° fror" 
the box on the opposite ledge. Use the key to release the cage o o 
hpad back across the bridge and through the crystal door. 

UshiH the boxes, dimb across to the last three boxes in a line and smash the 
top two to see the key that releases the caged Gobbo below. Jump forwards 
to collect the key then release the Gobbo before hitting the gong. 

1 - 6 paRkNess pesceNPS 

lump onto the log and wait for the fireball to disappear then continue across 
to the box and use it to jump onto the top of the monkey bars. Collect the 
red and sreen crystals on the monkey bars; they re disguised as white 
crystals then smash the three boxes to expose the white crystals and the 
Gobbo Use the monkey bars to collect the crystals from the first box then 
return back across to the well and stomp your way down to the area below, 
in the area below the well, you must chase after the box and |ump on top of it 
to stop it from moving. Once youVe managed to stop the box smash ,t open 
and collect the Gobbo then use the lift to return to the area above Now use 
the arrow platform to ride across the lava then head through f st am 

Using the floating wooden platforms, make your way along the lava stream 
to the boxes at the end, collect the two white crystals from the smaller 
D°atforms on the way, as they are the blue and yellow crystals in disguise. 
SmShe three boles open to reveal the white crystals and Gobbo then 

Use'the'dimbabfe'wall to reach the upper level then smash the box open 
and collect the Gobbo before using the floating platforms to reach the ne; 
level. Smash the box at the top of the platforms and grab the Gobbo then 
use the jelly to jump up to the tava pool at the top. Collect the pink crystal 
then drop down and head through the crystal door, 
jump into the water to reach the cavern below then follow the trail of white 
crystals to the Gobbo trapped the air bubble. Once you ve freed the Gobbo, 
swim back through the cavern and into the tunnel to reach the gong. 

1-B2 flCHt NipHt WItH fLlBBY 

At the start of this level, stand on the mound of earth and stomp on it to 
expose the warp sparkles that take you to a bonus area which has five extra 
lives waiting to be collected. After returning from the bonus area, use the 
rotating platforms to make your way across to the door on the other side of 

Destroy the two Dantinis and collect the white crystals from the boxes then 
use the platforms to get across the lava pool. Smash the next two boxes 
then head through the door to meet Flibby. 

Once you’re in the ring with Flibby, you have to keep on the move at all 
times. When Flibby gets close enough, he takes a swing at you. Dodge his 
punch and wait for him to start panting, then jump up and tail-whip him to 
knock him to the floor. While he’s lying on the floor, jump onto his belly and 
perform a stomp then quickly jump clear. Flibby soon gets up and launches 
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another attack, which you must dodge. When he begins panting again use 
the same attack as before to knock the wind out of him. Stomp on Flibby’s 
belly three times and he surrenders. 

i-S2 tHe twisty tuNNeLs 

Use a jumping tail whip to destroy the Dantini then continue into the tunnel 
and over the fire pits. Collect the key from above the box then smash the box 
and collect the white crystals. Carefully make you way across the next set of 
lava pools then head into the tunnel and across the fire pits to the next door. 
Use the stepping stones and the stretchy platform to get across to the next 
lava pool then follow the trail of white crystals around to the Dantini. 

Destroy the Dantini then continue across the lava and up the slope to the 
next lava pool. Wait for the platform to appear then jump across the lava and 
head through the door. 

Jump onto the first platform and then onto the rotating platform then 
carefully jump onto the stretchy platform. When you reach the last platform, 
wait for it to rise up then jump off and head through the door. Use the 
rotating platforms to jump up to the top and collect the two extra lives then 
return through the door and collect the puzzle piece. 

ice isLaND 

2 -1 tHe ice of Life 

Using the rotating platforms, jump onto the monkey bars and destroy the 
Dantini then quickly run to the end and drop down. Now grab onto the 
underside of the monkey bars and work your way along collect the red 
crystal at the end, it’s disguised as a white crystal, before the Dantini 
returns. Smash the box to expose the first Gobbo then jump back onto the 
monkey bars and make your way across the icy water to the door. 

Use the monkey bars to get across the next section of icy water then slide the 
box back towards the monkey bars and use it to collect the key, green crystal 
and the Gobbo above the monkey bars. Now slide the box over to the next set 
of monkey bars then jump up and use the jelly to reach the upper level. 

Use the next jelly and floating platforms to get across the gap then destroy 
the Dantini and collect the blue crystal before releasing the Gobbo from the 
box and heading through the door. 

Smash the box and collect the white crystals, then use the floating platforms 
to get across the next two sections of icy water. Smash the both boxes open 
and collect the yellow and white crystals then continue Into the tunnel and 
over the ice pits. Use the balloon to reach the next box then smash it open to 
reveal the Gobbo before heading through the next door. 

Smash both boxes and collect the white crystals then use the monkey bars 
to reach the pink crystal and the caged Gobbo before heading through the 
crystal door. Use the rotating platforms to reach switch and boxes on the 
opposite ledge, collect the white crystals from the boxes then use the switch 
to create the platforms across to the box that contains to sixth Gobbo and 
the end of level gong. 






2 - 2 Be wHeeLv caRefuL 

Use the rotating platforms to reach the upper level then walk around the 
outer path and collect the Gobbo and red crystal from the boxes. Now head 
through the door then move out onto the thin ledge to the right, when you 
fall off, you land in some sparkles that take you to a bonus area where there 

are two extra lives to collect. , 

After returning from the bonus area, jump onto the large wooden gear and 
then across to collect the key from the top of the ice pillar then return to the 
start area and use the key to unlock the switch. Once the switch has been 
activated, use the platforms to climb up and collect to the green crystal and 
Gobbo. Now return back to the wooden gear then |ump across to t 
oDDOsite ice ledge to collect the white crystals, one of them is a blue ciystal 
inclisguise. Jump onto the second wooden gear and across to the floating 
platforms then continue across to the balloon, smash the b, » and release 
Gobbo before using the balloon to reach the lower edge and thene f* do ' 
Use the stepped platforms to reach the upper level then smash both the 
boxes opento reveal more white crystals and another Gobbo. Now lump 
onto the wooden gear and collect the other white crystals then jump up onto 
the platform above to collect the yellow crystal. Jump down from the 
platform and wooden gear then head through the door. 

Use the box to jump onto the monkey bars then collect the pink crystalfrom 
the box before returning back to the previous box and smash it open. Once 
you’ve collected the white crystals, use the monkey bars to reach the ice 
platform in the middle of the water. Now use the rotating platform to reach 
and smash the two boxes next to the waterfall, one of then contains the fifth 
Gobbo, then head back across the water and through the crystal door. 

In this last area, you must jump on the switches to move the cauldron left 
and right to catch the falling crystals. If you manage to catch all of the 
crystals, you’re rewarded with the sixth Gobbo. 

2 - 5 RIOt BRRRRR 

Smash the box and collect the white crystals then use the platformi to jump 
across the water. Use a tail whip to destroy the husky then collect the red 
crystal from the box before heading through the door. Use the balloon to 
float down to the lower level then smash the two boxes and collect the 
Gobbo and green crystal. Now jump into the water and collect the gold key 

then swim into the tunnel. _ 

Jump onto the box to stop it from moving then smash it open to release the 
Gobbo inside. Head through the door on the right and smash the box on the 
left to release the third Gobbo then step onto the switch to create the 
platforms across the icy water, now jump across and head through the door 

Use'the platforms and monkey bars to make your way across to the switch 
then step on it to create the platforms across to the gold key, blue crystal 
and the box containing the forth Gobbo. Once you’ve collected the key, 
crystal and Gobbo, use the platforms to climb up and collect the silver key 
then make your way back to the door and enter. 

Use the platform to jump across the icy water again then destroy the husky 






and head through the door. Unlock the switch and step on it to create the 
platforms below then grab the balloon and float down to the platforms, 
jump across and collect the Gobbo then return back along the platforms and 
collect the yellow crystal before heading through the door. 

Wait for the first platform to appear then jump across and smash the two 
boxes to claim the pink and some white crystals. Wait for the second 
platform to appear then jump across and head through the crystal door. 

Turn left and jump across the platforms to the ice platform at the end. 

Destroy the two Dantinis and collect the white crystals from the box then 
continue along the next set of platforms to reach the box containing the 
sixth Gobbo and the gong. 

2-bi CHumLv’s snow peN 

Carefully make your way across the ice, smashing the boxes and avoiding 
the penguins, then head through the door. Using the platforms and monkey 
bars, carefully make your way around to the door on the otherside of the 
level and enter. 

When you come face to face with Chumley, he takes to the air and hover 
above you then when he's close enough, he slams down and try to crush 
you. Wait for Chumley to begin falling then quickly move out of the way and 
get ready to tail whip or stomp him. Simply repeat this method of attack 
three times and Chumley is out for the count. 

2-si cLouds of ice 

Use the platforms to reach the first ice pillar then destroy the husky, 
continue across the next set of platforms then smash the box and collect the 
white crystals. Destroy the husky on the next pillar then carefully use the 
floating platforms to reach the ice pillar. Collect the white crystals then use 
the next two floating platforms to reach the box. Collect the white crystals 
from the box then head through the door. 

Jump up the icy slope and slide down the otherside then destroy the Dantini. 
Continue across the remaining platforms to the door and enter, jump on the 
switch to create platforms and use them to reach the box, it contains an 
extra life. Now use the platforms to reach the monkey bars then make your 
way across to the puzzle piece. 

2 - i i snow Him so weLL 

Smash the box at the beginning of this level and collect the crystals then use 
the floating platforms to reach and enter the door behind the caged switch. 
On the otherside of the door, walk to the left and step into the sparkles to be 
warped to a bonus area where are five extra lives waiting to be collected. 
After returning from the bonus area, smash the boxes and collect the green 
crystal and the Gobbo then step on all the switches to create the path across 
to the silver key, remember to watch out for the penguins. 

Once you have the silver key, head back through the door and step on the 
caged switch then jump across to the box and collect the red crystal from 
inside. Destroy the husky then use the platforms to reach the Gobbo in the 
next box then continue through the door. 






Collect the white crystals from the box the follow the path of platforms 
through the tunnel, remember not to stand on the platforms for too long. 
Destroy the Dantini and smash the box then continue along the next set of 
platforms. Destroy the next Dantini then rescue the Gobbo from the box 

before heading through the door. 

Use the monkey bars to reach and destroy the Dantini then carefully 
continue along the next path of small platforms and release the Gobbo from 
the box Step on the switch then return back along the small platforms and 
jump up onto the monkey bars. Collect the blue and yeUow crystals then 
jump back across the small platforms once more and walk throughi the door 
Collect the pink crystal from the box on the right then step onto the switch to 
lower the platform near the waterfall. Use the platform to reach the 
platforms above then jump across to the right of the waterfall to reach the 
crystal door. Destroy the Dantini then smash the box to reveal the fourth 

Gobbo before heading through the crystal door. 

Tail-whip the Dantini to release the Gobbo then continue along the tunnel to 
the next cavern. Smash the box and collect the last Gobbo then strike the gong. 


2 - s sav NO SNOW 

Using the platforms, drop down onto the centre platform to collect the red 
crystal; it’s disguised as a white crystal. Jump out and follow the trail of 
white crystals down the slope. Destroy the Dantini then carefully jump 
across to rescue the stranded Gobbo and continue through the door. 

Collect the white crystals from the box then jump up onto the top rotating 
platform. Quickly jump across the line of platforms before they fall away 
then destroy the Dantinis and collect the Gobbo and green crystal from the 
boxes. Head through the door and long the top of the boxes then destroy the 

Dantini then continue through the door. 

Slide the box along the ice and use it to reach the platform then jump up 
onto the upper level. Walk around to the right and destroy the Dantini then 
collect the silver key from above the box before smashing it open. Collect 
the white crystals and the Gobbo from the next two boxes then drop back 
down to the door and return to the previous chamber. 

Use the key to remove the cage then step onto the switch to create the platforms 
below the boxes. Collect the Gobbo from the centre box and the white crystals 
from the remaining boxes then head back through the door. Use the box and 
platform to reach the upper level again then continue through the door. 

Collect the yellow crystal from the box then follow the path of platforms 
around to the next box. Wait for the next two platforms to rise out of the 
water then quickly run across and collect the pink crystal. Once you have the 
crystal, continue across the smaller platforms and release the sixth Gobbo 
from the box before heading through the crystal door. 

Run through the tunnels and around the wells collecting the white crystals 
until you reach the small chamber. Smash the box to rescue the Gobbo 
inside then strike the gong to finish the level. 

2 - 6 LiceNce to chiLL 

From the start, head through the door on the left and collect the white 





crystals from the boxes. Now jump across to the second line of wooden 
platforms and move along to the gold key. Once you have the key, jump back 
onto a wooden platform and stand in the centre. When the platform gets to 
the end and shrinks, you fall in the sparkles below that warp you to the 
bonus area where there's four extra lives to collect. 

After returning from the bonus area, head back through the door and destroy 
the Dantini at the top of the slope then jump onto the first box. jump along 
the line of boxes and destroy the last one, it contains a Gobbo then destroy 
the next Dantini and continue across the stepping stones to the boxes. 

Collect the Gobbo and red crystal from the boxes then head through the door. 
Step onto the switch to create the set of three switches then wait for the 
penguins to start flying out of the stumps, jump on the relevant switches to 
pop the penguin. If you manage to pop enough penguins, you’ll be rewarded 
with a Gobbo. 

Return back up the slope and through the door then make your way along 
the wooden platforms to the boxes. Collect the green and white crystals 
from the box then continue through the door. 

Using the rotating platforms, jump up to the upper level and destroy the 
Dantini then step on the switch and quickly run up the slope, make sure you 
collect all the white crystals on the way up as one of them is really a blue 
crystal. At the top, quickly jump onto the two platforms and collect the yellow 
crystal then jump down and smash the box to release the fourth Gobbo. 

Now head through the door and follow the trail of white crystals along the 
tunnel, remember to watch out for the ice pits. Once inside the large cavern, 
use the monkey bars to collect the red crystal then smash all the boxes to 
reveal an extra life and the fifth Gobbo before heading through the crystal door. 
Quickly run in between the wells and stomp on the box in the center to 
release the Gobbo then start running again for the gong on the other side of 
the chamber. 


2-B2 pemoN itsv’s ice paLace 
Carefully walk along the icy path and destroy the first Dantini you’ll 
encounter then continue to the first platform and jump across the gap to the 
box. Smash the box open and collect the white crystals then use the next 
platform to jump across onto the next pillar and destroy the Dantini. 
Continue along the platforms and pillar to the door and enter. Inside, collect 
the white crystals from the two boxes then carefully use the arrow platform to 
get across the icy water, you’ll need to dodge the ice balls and tail whip the 
Dantinis that get in your way. When you reach the otherside, collect the white 
crystals from the two boxes then head through the door to meet Demon Itsy. 
When you meet Demon Itsy, wait for him to approach then get ready to 
dodge his attack, when he's close enough he’ll try to sit on you. Dodge his 
attack then quickly jump at him and perform a tail whip to split him in two. 
Repeat this attack on the two smaller Demon Itsys to split them into another 
two smaller Demon Itsys then stomp or tail-whip them to win the round. 


2 -S 2 ice BRiDfce to eteRNity 

From the start, head along the path to the right and step on the switch then 





collect the white crystals from the box. Return back to the start area then 
continue along to path to the right. Collect the white crystals from the box 
then step on the switch to create the second platform across to the ice pillar. 
Using the platforms make your way across the ice pillars to the door, destroy 
the Dantinis that'll get in your way. Once through the door, wait for the 
wooden platforms to appear then quickly run diagonally across them. Dodge 
the Dantinis attack then destroy them before collecting the white crystals 
and extra life from the platforms. Now head through the door. 

Smash the box and collect the white crystals then wait for the stretchy 
platform to extend before jumping across to the next box Once you have th 6 
crystals, enter the tunnel and follow it around to the next box. Now use the 
floating platforms to get across the water then smash the box and enter the 
door. Using the platforms, follow the line of crystals down to the bottom of 
the cavern where the puzzle piece is waiting to be collected. 


peseRt isLaND 


z -1 LiCHts cameL actioN 

Use the platforms to jump down and collect the blue crystal then continue 
down to the door at the bottom and enter, watch out for the jumping 
Dantinis you’ll encounter along the way. Walk around to the jetty then use 
the platforms to jump up and collect the gold key and the Gobbo trapped in 
the box, don’t stand on the small platforms for too long though as they II 
soon fall away. Once you have the key and the Gobbo, head back through 
the door and jump back up the platforms then smash the two boxes to claim 
the white crystals and the second Gobbo then continue through the door. 
Wait for the platforms to appear then jump across onto the monkey bars. 
Walk to the end of the monkey bars and drop down onto the small island 
then use the monkey bars to swing across and collect the green crystal 
that’s disguised as a white crystal, and the silver key. Swing back to the 
small island then use the platform to jump back onto the top of the monkey 
bars, now use the balloon to float across the release the caged Gobbo. Use 
the platforms again reach the monkey bars then continue through the door. 
Stomp on the jelly three times to make the sparkles appear, these will take 
you to a secret area where there are four extra lives to collect. After 
returning from the secret area, use the jelly to jump onto one of the three 
boxes then jump across to the third jelly. Use the jelly to jump onto one of 
the rotating platforms and to reach the switch. Once pressed, return to the 
three boxes and collect the yellow and white crystals, and the Gobbo. Return 
to the rotating platforms and use them to reach the door below then enter. 
Jump onto the elephants back and use him to reach the lowest platform then 
jump up to the switch and step on it. Use the elephant again to reach the two 
new platforms and the two boxes that contain the pink crystal and the Gobbo 
then return back to the previous chamber and head through the crystal door. 
Once through the crystal door, quickly follow the trail of crystals to the silver 
key, caged Gobbo and the gong before the ghost gets there and steals the 
key. As soon as you have the key, release the Gobbo then smash the gong. 





i - 2 mup pit maNia 

Grab hold of the monkey bars and swing across to the platform then jump 
across to the well. Collect the silver key from behind the well then return to the 
monkey bars and jump onto the top of them. Collect the red crystal from the 
box and destroy the mummy with a tail whip then return back to the start area. 
Use the floating platforms to reach and expose the caged switch then step 
onto the switch and use the platforms to return to the start area. Now use 
the new platform to collect the Gobbo from the box then head back across to 
the well and enter. 

After emerging from the well, walk along the thin sand bank to the monkey 
bars and u^e them to swing your way across to the small sand island, jump 
onto the stretchy platform and release the Gobbo from the box on the 
second sand island then return back along the monkey bars to the next 
stretchy platform that’s on the other side of the well. 

Continue along the stretchy platforms until you reach the next well then destroy 
the Dantini and use the boxes to jump onto the monkey bars. Walk to the end 
of the monkey bars and collect the extra life and blue gem then return back 
across the monkey bars and release the Gobbo trapped inside the top box. 
Follow the sand bank past the well and the whirlwind then continue across 
the set of platforms and jump into the next well. When you appear in the 
next chamber, slide the box along the path to the pool then use it to jump 
onto one of the floating platforms. Collect the silver key and re l ea ^ e 
caged Gobbo then use the floating platforms again to smash the box in the 
corner, it contains the green crystal. Smash the last box and collect the 
white crystals then return to the well and jump in. . 

Head back along the platforms and past the whirlwind to the previous well 
and jump in. Once in the water, wait for the electric gate to open then 
quickly swim through before it closes. Continue along the passage and 
collect all the white crystals, one of them is the pink crystal in disguise, then 
continue through the next electric gate and collect the silver key that s 
hidden in the corner behind the jellyfish. Swim into the next chamber and 
release the caged Gobbo then swim into the tunnel. 

Once back on dry land, smash the torch to turn the lights on then grab the 
extra life that’s next to the wall before making a dash onto the platform and 
through the chamber to the next torch. When you reach the gong, collect the 
yellow crystal from the platform, it’s disguised as a white one, then head 

through the crystal door. , , _ . .. 

In this last chamber, you must race the ghost along the platforms to the 
silver key. Follow the trail of crystals, but don’t collect them as it will slow 
you down. When you’ve reach and collected the key, return back along the 
platforms to the caged Gobbo and release it. Now head back to the gong 
and strike it. 


7 .- 7 , pOIN* UNDeRCROUND 

Carefully use the rising platforms to get across the first lava pool then step 
on the switch around the corner and return to the lava pool to collect the red 
crystal. Continue through the door then walk right and jump across the next 
lava pool, collect the green crystal from the bottom box in the corner and the 





Gobbo then return back across the lava and head through the second door. 
Collect the yellow crystal and Gobbo from the two boxes then use the 
floating platforms to make your way across to collect the gold key. Now 
head back through the two previous doors and past the switch then rescue 
the Gobbo before heading through the locked door. 

Step on the switch to make another switch on one of the four ledges appear. 
Use the floating platform to ride across to the ledges and step on the 
switches when they appear. Once you’ve activated all the switches, a 
platform will appear near the first switch. Use the platform to collect the 

Gobbo from the box then head through the next door. 

Jump into the water at the end of the cavern and swim down to collect the 
pink crystal from the box and the silver key then resurface and activate the 
switch. Use the platform you’ve just created to jump up to the upper level 
then step on the switch to create the next set of platforms on the other side 
of the lava pool. Use these platforms to collect the stranded Gobbo then 
return to the gong and collect the blue crystal from one of the boxes before 

tn^s'finalTrea^ you mustrace the ghost again to the silver key before he has 
a chance to steal it. Remember not to collect crystals, leave them for the ghost 
to collect as they’ll slow him down. Once you have the silver key, head back to 
the caged Gobbo and rescue him then strike the gong to finish the level. 


^ - bi tHe peapLy taNk of NeptuNa 
Collect the white crystals from the boxes in the first chamber then swim 
through the tunnel. Collect the white crystals from the next box then 
carefully swim through the two electric gates when it is safe. Collect the 
extra life behind the third set of electric gates then swim into the tunnel to 

reach The Deadly Tank of Neptuna. 

Once inside the tank with Neptuna, wait for him to approach then swim 
down and below him to avoid his trident attack. After he’s attacked, he l 
either wave his fist or scratch his head, this is when you must swim in close 
and attack him with a tail whip. Repeat this two more times and Neptuna will 
be defeated. 


3 - si aRaBiaN HeicHts 

The level starts in a darkened area, proceed forward collecting the white 
crystals as you go until you see a red switch. Step on the switch, but be 
careful of the Dantini that’ll throw fireball’s at you, perform a tail spin to kill 
him. After you’ve activate the switch, head back to the start area. 

As you approach the end of the land area, you’ll notice that a platform off to 
the left has appeared, jump across the platform and onto an area of solid 
land then smash the box and collect the white crystal’s. Keep moving forward 
and across the platforms until you come to another solid area of land. 

From here, if you turn around and look back on yourself you will see two 
pillars with boxes on each one. Jumping across and smash these to receive 
an extra and some white crystals, then turn and jump back across. 

You will now see another two pillars with boxes on them. Head over to the 
pillar on the right and take the white crystals then continue across to the other 





pillar, watch out for the fire throwing Dantini along the way. Once you’ve taken 
care of the Dantini, smash the box open to reveal more white crystals. 

Keep heading across the pillars until you reach another area of solid ground 
and the next pillar, jump across and use a tail spin to deal with the Dantini 
then continue across the remaining pillars. When you will arrive at the well, 
jump down to reach the next platform then quickly use them to reach the door. 
Once through the doors, use the rotating platforms to reach and destroy the 
spitting Dantini then continue through the door, jump across onto the pillar 
then turn left and jump across and kill the Dantini that’s blocking your path. 
When you reach the pillars with white crystals on them, continue along the 
path collecting the trail of white crystals. Carefully make your way across the 
platforms, killing the Dantini along the way, until you reach the well, jump in. 

At the bottom of the well you’ll find yourself in a lit cavern. Use the floating 
platforms to jump across and destroy the Dantini then collect the jigsaw piece. 

5 - 4 saND aND fReepom 

From the start, head forward and smash the box to expose some white 
crystals then jump over the slime pit, watch out for the whirlwind. Once the 
whirlwind has subsided, jump on the next box and claim the red crystal then 
return to the start area. 

After returning to the start area, head left to the floating platforms then 
continue along the platforms. Collect the Gobbo from the end then turn 
around and head back to the start area again. 

Once back at the start area again, head of to the right and continue along 
the platforms. Grab the balloon to reach the key then return to the caged 
switch and step on it. Now return to the start area again then jump across to 
the door and enter. 

jump up and grab the monkey bars then make your way across them whilst 
collecting all the white crystals, one of them is the green one in disguise. At 
the end, drop down then jump onto the monkey bars and destroy the 
Dantini. Collect the silver key then head back to the caged Gobbo and 
release him. Head through the door and use the ledges to reach the jellies 
and use them to reach the next ledge. 

jump forward onto the platform and continue across the lava pit then jump 
down and destroy the Dantini. Collect the gold key then head back across 
the lava pit and use the balloon to reach the door. Once in the next room, 
jump across the lava pit and head through the door then continue through 
the next sets of doors until you reach the sixth room. 

Follow the path whilst avoiding the Scorpions that’ll leap out at you, then 
destroy the Dantinis. Collect all the white crystals along the way as one of 
them is the purple one in disguise then grab the gold key before returning to 
the switch. 

Step on the switch then head back to the start area and use the floating 
platform to get across the mud pit. Use the box to jump up onto the ledges 
and collect the white crystals, one of them is a yellow one in disguise. Now 
head back down and stomp on the box to release the Gobbo then make your 
way across to collect the silver key. Once you have the key, return to the 
forth room. 




Head across the mud pit and kill the Dantini then continue over to the switch 
and step on it, now return to the start area again. Continue across the 
platforms, collecting the white crystals as you go, then walk through the door. 
In the seventh room, head across the platforms to the small island then 
head left along the monkey bars to the box, it contains another Gobbo. Now 
head back to the small island and then across and through the crystal door. 
There’s another ghost in this room that you must race to the silver key, 
remember not to collect the white crystals along the way as they’ll slow you 
down. Take your time when you reach the small dark ledges as they can be 
rather tricky, then use the balloon to float across to the opposite pillar. Once 
you have the silver key, release the caged Gobbo then strike the gong. 


^ - s Leap of faitH 

At the start of this level, jump on the three ledges to the left, the one in the 
middle will fall away to reveal a secret area. Once across the other side, grab 
the balloon to reach the platform then climb up to the ledge and collect the 
red crystal from the box. Continue to climb up and collect the silver key then 
use the balloon float down to the ledge, jump from the ledge into the well. 
Collect the crystals from the ledge then continue up the platform whilst 
avoiding the fireballs the Dantinis will throw at you. Smash the box at the 
top and collect the green crystal then drop down and grab the silver key. 
jump onto the next platform then climb up and release the Gobbo then head 

to the next well and jump in. . ., rm 

Use the stepping stones and then the boxes to reach the floating platform 
then jump on it to reach the switch. Once you’ve stepped on the switch 
return to the boxes and smash them open to reveal the hidden Gobbo. Now 

head over to the well and jump in. 

lump across to the platform to the left and smash the boxes; step on the switch. 
Continue to the next box then jump across to the platform and collect white 
crystal, it really a blue one. Now proceed to the next well and jump in. 

At the start of this new area, use the platforms to reach the monkey bars then 
swing across to the four pillars with boxes on them. The most important 
boxes to smash are the two on the right, they contain a Gobbo and a yellow 
crystal. Destroy the mummy Dantini the head over to the door and enter. 

Find a sliding box and push it along to the edge of the mud pit then jump up 
on to it and leap across to the rising platforms. Continue head forward and 


collect the pink crystal and extra life. 

Jump over the three small pillars to reach the switch and step on it to 
activate the ledge. Use the ledge to jump across onto the large pillar and 
then the small pillars and onto the rotating ledge. Continue to the box and 
rescue the Gobbo then return to the rotating ledge and across to the 
opposite ledge. Now follow the path of small platforms whilst avoiding the 
pendulums to reach and enter the crystal door. 

This stage has you racing the ghost again. This time you need to head 
towards the monkey bars then take the right hand path and keep going until 
you reach caged switch, continue onto the next two platforms to reach the 
silver key then use it to expose and activate the switch. Now head towards 
the gong and then across to the Gobbo before striking the gong. 




?-6 Life's a BeacH 

At the start of this level you will see two boxes either side of where you are 
standing, smash them to gain some white crystal’s. Now you will see a ring 
of floating platform’s encircling a caged Gobbo. Jump around the floating 
platforms and collect the crystals, the third crystal along is a red crystal in 
disguise then head off to the door on the left and enter through to the next 
room. 

Turn right as you go through the door to collect a gold key then head to the 
back of the room and smash the box to free the Gobbo. Now head back 
towards the door from where you came. When you enter the next room, 
ignore the caged Gobbo and head over to the next door and enter. 

As you exit from the doors you will be standing on an island. Walk round the 
base of it to find the switch and step on it. Climb up the wall to the left and 
kill the Dantini at the top then leap across the platform to the boxes. Collect 
he silver key then smash the boxes before heading back to the door and 
collecting white crystals above the mud pit, one of them is the green crystal 
in disguise. Once back in room one, jump across to the caged Gobbo and 
free him, now head to the locked door and enter. 

Walk over to the torch and use it to light the room then use the monkey bars 
to reach the platform. Head left across the platform to the next torch and 
activate it then jump on to the falling ledge and across to the silver key. 
Return back to the monkey bars then jump across to the right and release 
the Gobbo and re-light the torch. Now jump onto the two platforms and 
collect the white crystals from the boxes then head through the door. 

Jump on the platform to reach the box and destroy the Dantini then continue 
across to the next box and collect the yellow crystal. Now use the monkey bars 
to reach the jelly then use the jelly to collect the gold key from above. Once 
you have the key, head back along the path and jump into the well. At the 
bottom, head to where you found the silver key then exit through the door. 
Head to the left and smash the boxes to expose some white crystals then 
use the platforms to jump across and collect the silver key. Use the key to 
release the Gobbo then head towards the door, collect the pink crystal from 
the boxes before heading through the door. 

Use the staircase of platforms to reach and press the switch at the top then 
head back down and follow the new staircase up to the left. Smash the boxes at 
the top to expose a Gobbo then drop down and head through the crystal door. 
This time when you race the ghost, you need to find the arrow platform to get 
across the chasm. Once on the other side, follow the path to the silver key 
and use it to free the sixth Gobbo then smash the gong to finish the level. 

^ - B2 cactus jack's RaNCH 

At the start of this you will see three rotating platforms, use them to reach 
the middle ledge and the extra life then jump back on the rotating platforms 
and continue across the chasm and through the door. Jump across the pillars 
and platforms to get to the next door, be sure to collect the extra life along 
the way, continue through the door to meet Cactus Jack. As soon as you as 
you enter, start to walk round the edge of the level. Don’t stop or you will be 
caught by his hail of projectiles that he’ll fire at you. If you get hit and loose 





vour crystals, head to the corners where you will find some more. To kill 
Cactus lack, wait till he stop’s spinning and he’s dizzy, then go up to him and 
perform a tail spin. Hit him three times to finish him off. 

t-s2 pefeato BURRito 

Climb the wall on to the next ledge and collect the two extra lives then 
smash the box for some white crystals before killing the two Dantims in the 
corners. Climb the wall to the ledge then jump across to the rotating 
platforms to reach and enter the well. In the second room leap on to the first 
falling platform and jump straight across on to the island As you land do a 
tail spin to kill the Dantini then go to the right to collect the extra life before 
heading through the next door. Wait until the moving platform reaches the 
pillar then jump off make your way across onto the three pillars, now head 
to the well and jump in. jump into the water and swim down tocollectthe 
silver key then return to the switch and step. Now jump onto the floating 
platform and use it to reach the jigsaw piece. 


castLe isLaND 

a -1 tHe toweR of poweR 

Using the platforms, climb up around the outside of the tower to the door 
but don’t enter. Step off the edge of the ledge on reach the two extra lives 
and the first Gobbo from one of the boxes below then use the platforms to 

return to the door then enter. , . 

Carefully slide the bottom box to one side but don’t let the boxes above to 
fall down. Now jump onto the first box and gentle push the second box 
forward to create another step around the other side. Jump onto the second 
box and then up to the switch at the top, step on it to create the platforms 
across to the next door. Use the switch near the boxes to replace them if you 
mess up. As you head across the platforms, collect all the crystals, one of 

them is the green crystal in disguise. 

Use the platforms to continue up and around the tower to the monkey bars. 
Once you have hold of them, wait for the flying Dantini to pass then quickly 
follow him to reach the next set of platforms in safety. At the end of the 
monkey bars, wait for the platform in front of you to lower before dropping 
down then jumping across to it. At the top, smash the box on the pillar to 
expose the blue crystal then jump back across onto the top of the monkey 
bars and use the floating platform to reach the next door. 

Head up the stairs and across the monkey bars to the box, smash the box 
and fall onto the gear below. Jump across the gears onto the pillar then use 
the rotating platforms to reach the pillar above. Continue across the monkey 
bars to the box at the end then smash it open and fall down onto the gear 
below. Head over to the set of pillars then climb up to the top and collect the 

yellow crystal from the box. _ , 

Smash the next box at the end of the monkey bars and fall onto the final 
gear below, this will cause the gears to start rotating. Jump across to the 
gear in the corner and wait for the floating platform to arrive then carefully 






jump onto it to reach the opposite door. 

jump onto the platform and ride up to the one above then jump across onto 
the monkey bars. Wait for the pendulum to swing past you before running 
across to the other side. Collect the Gobbo from the box on the left then use 
the jelly to reach the pink crystal in the box above. Now use the platforms to 
climb to the top of the tower. 

Inside the Castle, hit the left switch whilst avoiding the zombie then head 
down the passage to the first room on the right and collect the Gobbo from 
the box. Now return and press the middle switch then collect the Gobbo 
from the room on the left, finally step on the right switch and collect the 
Gobbo from the second room on the right. Use extreme caution when 
running passing the ghosts. When you reach the crystal door, enter and tail 
whip the enemy inside who’s carrying the sixth Gobbo the continue into the 
next chamber and strike the gong. 

4-2 HassLe in tHe castLe 

Jump across to the opposite pillar and destroy the Dantini then head up the 
stairs and across to the next platform, be sure to collect all the white 
crystals as one of them is the red one in disguise. If you run off the end of 
this platform, you’ll land on another small platform that’ll warp you to a 
secret area where there are three extra lives to collect. After returning from 
the secret area, use the monkey bars to reach the next pillar and release the 
first Gobbo from box then head across to the door and enter. 

Jump onto one of the rotating platforms then up onto the pillar to release 
the second Gobbo from the box then jump across to the stairs and climb to 
the top. Now jump across the set of platforms whilst avoiding the pendulum 
to reach the next ledge. Collect all the white crystals to uncover the green 
crystal then jump across to the door and enter. 

Use the rotating platform to get past the electric bolts and to the stairs then 
climb to the top and carefully make your way past the pendulums. Collect 
the crystals at the top of the stairs to uncover the blue one, then carefully 
jump across to the next pillar and rescue the stranded Gobbo before jump 
across to the door and entering. 

Head along the walkway and collect the yellow crystal from the box then 
continue across the next walkway and rescue the forth Gobbo from the box. 

Run across the last walkway to the door and enter. Use the gear to jump across 
and press the switch then collect the pink crystal and the fifth Gobbo from the 
boxes, watch out for the fireballs the Dantini will throw at you. Now jump back 
onto the gear then up onto the pillar and across to the crystal door then enter. 
Jump across to the first pillar and destroy the Dantini then press the switch 
and return to the first pillar. Jump across to the next pillar then continue 
across the platforms to the box, collect the white crystals then jump across 
to the next pillar and destroy the Dantini. Now jump across to the switch and 
step on it then jump across to the next box and rescue the sixth Gobbo 
before heading over to the gong and striking it. 

4 - 5 DUNCeON of DefRICHt 

Carefully run and jump past the first ghost blocking your path then dodge 





the Knights smashing hand and collect the gold key. Collect all the white 
crystals as one of them is the red one in disguise, then head back past the 

ghost and through the locked door. 

In this next room you must follow the box that contains the first Gobbo then 
smash it open to rescue him. Use the ‘pause’ trick to slow the game down to 
help you out. Once you have the Gobbo, head through the door and chase 
the box around the room. You must jump on the box to stop it from moving 
them smash it open to reveal the second Gobbo. As soon as you have him, 
continue through the next door. 

Use the switches to move the cauldron left and right to catch the falling 
crystals. If you manage to collect all of them, you’ll be rewarded with the 
third Gobbo. Continue into the next room and step on the switch to create 
another three switches. Use the three switches to destroy the ghost that ll 
appear from the alcoves, if you manage to destroy enough ghosts, you ll 

receive another Gobbo. . 

In this next room, push the balloon bay to the left then repeatedly jump on 
the green switch to inflate him until he explodes and opens the door. Enter 
the room and collect the yellow, pink, green and blue crystals from the boxes 
then collect the Gobbo and the four extra lives before heading through the 

Walk though the corridors to each room until you find the silver key. Once 
you have it, continue through the corridors to find and rescue the caged 
Gobbo then return to the gong and strike it to finish the level. 

4-bi fosLev's fReakv DONUt 

Follow the red carpet around to the gap in the railing then quickly jump 
across to the Dantini and destroy him before the path falls away below your 
feet. Now jump across to the two boxes to the right and collect the white 
crystals and extra life then quickly return back along the path and proceed 
across to the door. Quickly run up the path to the next door collecting the 
crystals along the way then enter the door to meet Fosley. 

When you meet Fosley, he’ll be holding onto some balloons and hovering 
above a large well. As you move around the well, Fosley will throw 
explosives at you. Simply stand on one of the wooden platforms and jump 
and down, each time he throws explosives you, you ll be able to use the 
platform to throw them back at him. Once all three of the balloons that 
Fosley’s holding have been popped, he’ll fall into the well and admit defeat. 

4-si smasH aND see 

At the start of this level, stand on one of the boxes the smash it open whilst 
pushing forward to grab onto the next box. Now jump over the Dantini and 
let him fall down the hole you’ve just created. Now climb up the stairs and 
use the same method as before to remove the next three Dantinis, this will 
get you the gold key. 

Once you have the gold key, head through the door and kill the next four 
Dantinis in the same manner then head up the stairs and kill the fifth Dantini to 
expose the next gold key. Once you have the key, continue through the door. 
Kill the next Dantini using the same method then use the floating platform on 






the left to reach and destroy the Dantini above. Return to the previous platform 
then use the opposite floating platform to reach the next Dantini on the second 
pillar. Once he’s been destroyed, use the third floating platform to reach and 
destroy the Dantini then head through the door once you have the key. 

In this final room, head along the platforms and gears, destroying the Dantinis 
as you go then jump across to the last pillar and claim the jigsaw piece. 

4-4 Ballistic mec’s faiRway 

Head along the path whilst keep to one side to avoid the trail of flames that 
the Ballistic Meg will leave behind her. Collect the white crystals from the 
first box and the Gobbo from the second then use the switch to rotate the 
platform and jump across to the next switch. Use the next set of switches to 
make your way around to the door and enter. Remember to collect all the 
white crystals along the way as one of them is the red crystal in disguise. 
Once through the door, collect the second Gobbo from the box on the left 
then wait for the Ballistic Meg below to move towards you before using the 
balloon to float down. At the other end of the platform, use the monkey bars 
to collect all the white crystals and uncover the green one then head to the 
door that’s not locked and enter. 

Jump across to the caged Gobbo then across to the centre of the next pillar 
when it’s safe. Now use the floating platform to reach the box on the next 
pillar then smash it open to expose the blue crystal, jump across to the next 
two pillars and collect the gold key then continue climbing up the pillars to 
the silver key. Use the silver key to release the caged Gobbo then return to 
the monkey bars and head for the locked door. 

Climb to the end of the monkey bars and wait for the platform to arrive then 
drop onto it and ride across to the next set of monkey bars. Continue along 
the next two sets of monkey bars, collecting all the crystals as you go, then 
smash the box and collect the Gobbo before heading through the door. 

Head along the path whilst keep to one side to avoid the trail of flames then 
jump across to the three boxes and claim the pink crystal and the fifth 
Gobbo. Continue along the platforms and path whilst avoiding the Ballistic 
Meg and pendulums then enter the crystal door. 

Carefully jump across the wooden platforms to the box on the second pillar 
then smash it open to reveal sixth Gobbo, now jump across to the gong and 
strike it to finish the level. 

4-s swipe swiftly’s wickep Ripe 
Jump across and collect the red crystal, it’s disguised as a white one, then 
wait for the pillar to fall. As it falls, you’ll have to attack the swordsman that 
appear with tail whips. At the bottom, collect the first Gobbo and the white 
crystals from the two boxes then head through the door. 

Jump across the moving pillars then when you reach the last one, stomp on 
it three times to make the warp sparkles appear that’ll take you to a secret 
area with five extra lives to collect. After returning from the secret area, jump 
across to the next set of moving pillars then move down to the box at the 
end and collect the second Gobbo. Now jump across to the green crystal 
that’s’ disguised as a white one and wait for the pillar to fall. At the bottom. 





follow the path to and through the door. , ro .i e , t j n ~ 
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next one to appear. Continue jump from P lllar t0 P' 1,ar t0 make y V 
across to the end of level gong and the sixth Gobbo. 

a -6 paNic at pLatfoRm pet’s LaiR 

"So'omTo" must tin,, your lumps «,ry «r.fu»V across <te WtM 

lump onto the first platform then jump across to the left o reach the box 
containing the Gobbo, now continue around the room collecting the 
remaining five Gobbos before heading over to the gong and striking it. 

a - B2 BaRQN paNte’s f uNkv mfeRNO 
Climb up the stairs to reach the door at the top then enter, watch out for the 
pendulums that you’ll encounter on each landing. In the next room, use the 
sliding pillars to make your way across the room whilst avoiding the fireballs 
that the P Dantinis on either side will throw at you. When you reach the door, 

quickly jump up and tail whip him. Repeat this twice more and Dante will 






begin his second attack. Stand a safe distance away and wait for him charge 
at you then quickly side step to move out of the way. After he’s hit the 
barrier, quickly jump in and attack him. Repeat this attack twice more and 
he’ll will start his third and final attack. As soon as Dante takes to the air, run 
underneath him and try to keep as close to his shadow as possible while he 
tries to hit you with his electric bolts. Once the bolts stop, use a tail spin to 
attack him. Repeat this two more times and Dante will be defeated. 

4-S2 jaiLHOUse croc 

Follow the trail of white crystals through to the next room and destroy the 
Dantini then continue to follow the trail to the door and enter. Once on the 
other side, quickly jump across to the next door before the platforms and 
pillars fall away. 

In the next two rooms, quickly run across to the opposite doors before the 
path falls away below your feet. Follow the next trail of white crystals 
through the corridors, destroying the Dantinis along the way, until you reach 
the jigsaw piece. 


CRVStaL isLaND 

5 -1 aND so tHe apveNtuRe RetuRNS 
At the beginning of this new level, jump up to avoid the Dantinis attack then 
head over to the box and collect some crystals. Run over to the area of 
raised grass and collect the silver key then jump onto the tree stump and 
smash your way down through. 

Step onto the switch to create a floating platform then climb to the top and 
collect the extra life. Smash the box and collect some white crystals then 
turn left and use the platform to leap across the lava pit before heading 
through the door. 

Use the logs to get across the lava and collect the crystals, watch out for the 
Dantinis that’ll constantly throw fireballs at you. Once on the other side, 
head through the door. 

Use the monkey bars to swing across the cavern but try to avoid the Dantini 
on the top of the bars, he’ll try to knock you off. When you get over to the 
other side, smash the two boxes and collect the white crystals, then head 
through the tunnel. At the other end, jump up on to the monkey bars and 
climb across, then go through the door into the next area. Jump over the lava 
to the island then leap to the far side and go through the door and into the 
next area. Climb the ladder to the top of the rock face then head left jump 
across the platforms to the gong, strike it to finish the level. 

5 - 2 Diet BRRRRR 

Carefully time your jump on to the disappearing platform then jump almost 
immediately onto the snow ledge. Now leap on to the monkey bars and do a 
stomp to kill the Dantini throwing the snowball’s at you. Drop down on the 
moving platform and collect the extra life before going through to the next 
room. 







Don’t hang around on the start of this level as the ice will slide you off the 
end. Head past the boxes and across the turning wheel to the ledge. 
Continue across the next two wheels and onto the ledge then destroy the 
Dantini Now grab the balloon to reach the next ledge and kill the Dantim 

then use the next balloon to reach and enter the door. 

Jump onto the nearest wooden platform and make your way across to t e 
snow ledge. Whilst avoiding the attacking Dantinis, leap across to the 
monkey bars then swing across to the next ledge. Leap over to the 
bar and down on to the next ledge then jump across the wooden platforms 

ThisnexUroom will take you down a series of narrow corridors with floating 
platforms that you will have to jump on to avoid the lava pool underneath. 
At each turn in the corridors, you will come across a Dantim throwing 

fireballs at you, use tail spins to destroy them. 

Start off by smashing the two boxes to gain some extra white crystals then 
leap on to the arrow platform and tread on the far end to activate it Head 
along the corridor then jump onto the ledge at the end and kill the Da ntini. 
Use the next arrow platform to reach the gong then strike it to complete the 

level. 


s-3 tRaiL oftHe NiLe 

Jump up and grab the balloon to reach the platform and the gold key then 
turnaround and return to the start area. Back at the top use the gold key to 

gain access to the next room. 

Leap onto one of the platforms and then jump across to the middle island 
and kill the Dantini that’s shooting at you, now leap across to> the next 
Dantini and kill him. Jump across to the next piece of land and follow the 
path to the set of rotating platforms and use them to reach and enter the 

Touch the torch to create some light then jump onto the platform and kill the 
Dantini before making a dash for the next torch. Once you ve touched the 
next torch, jump across the next platforms until your reach the exit. 

Jump onto the pillar on the left then do a tail spin to kill the Dantim, now use 
the monkey bars to reach the switch. Step onto the switch then continue 
past the box to the next pillar. Kill the Dantini then jump onto the small 
ledge and the last pillar, kill the Dantini then proceed to the well and lump 


Jump over the small ledges then jump across to the pillar and kill the 
Dantini. Repeat this on the second pillar then grab the monkey bars to reach 
the next pillar. Use the jelly to jump onto the monkey bars then walk along 
and collect the extra life before returning to the previous pillar, now make 
your way over to the well and jump in. Once inside, follow the trail of crystals 
to the gong then strike it to finish the level. 


w crox iNteRactive 

Quickly turn right and jump across the red platform to the stone platform then 
head left and kill the Dantini. Use the platform to continue across the series of 
red platforms to another stone ledge then head towards the castle and enter. 





Run across the stone platforms as fast as you can, as they will start to shrink 
once you’ve stepped on them. At the other end, keep moving up the stairs to 
avoid the Dantinis attacks. Once at the top, run across the next set of 
shrinking platforms whilst avoiding the pendulums then enter the door. 

Once through the door, push the balloon boy over to the door on the right 
then jump on the green switch to pump him up and blast the door open. 

Now proceed into the next room. 

Avoid the dashing Dantinis and the trail of flames they’ll leave behind and 
follow the stone pathway around to the bridge but wait for the Dantini to 
come through before heading across. Use the same tactics when you reach 
the narrow path near the exit then continue through the next room to the 
gong and strike it. 


5 - b secRet seNtiNeL 

As you start this final level you will see the Boss in front of you, look more 
carefully and you will see another three ledge’s with gongs on them. You 
need to jump on to one of the floating platforms and then leap across on to 
the next ledge to smash the gong, this will make a sound that’ll last for a 
short time. Upon doing this, the boss will cry out. What you must do is strike 
all four gongs so they all resonate at the same time. The best approach is to 
smash the gong behind you, then leap on to the nearest platform. As soon 
as you are in reach of the next ledge, jump off and smash the next gong then 
turn and jump back on to platform you’ve just jumped from. It’s a little tricky 
but repeat the procedure two more time’s. Once you’ve accomplish this feat, 
you will have finally killed the Baron Dante, exploding him into small 
crystals. Croc will now walk over and grab a piece to keep before his friends 
turn up. 




pie HaRD tRiLogy 


Die Hard Trilogy is an excellent package of three games covering three of t 
best game genres. You must run, shoot and drive your way through the three 
smash-hit action films that keep to the basic story line in each game. Yippie- 
ki-yay! 


Die HaRD 


Here are a few important factors that benefit you as you fight your way to 
the top of the Nakatomi Plaza: 

Why use doors? You can surprise the enemy by breaking windows and 
jumping through. You get to kill the enemy before you re even in the room, 
and you can rescue hostages even quicker. 

Be particularly careful when using your supply of grenades. They are very 
unpredictable and liable to bounce of cars, door and pillars back in your 
direction which really isn’t what you want. Try to use them only in open 
areas and where there are no hostages within range. 

Use the background to your advantage by hiding behind pillars and walls 
out of the way of enemy fire. You can use your radar to tell you exactly 
where the enemy threat is and how far away they are. 

Savina the game on every level you come to works to your advantage, no 
matter how near to dying you are. When you load a saved game you begin 
with full health regardless of what it was previously. 

Killing bosses and saving all of the hostages earns you extra lives, so make 
it a priority. 

By using the radar screen you can shoot enemies while they are out of visual 
range. Simply point in the direction that the red dots are while holding down that 
fire button. Be certain there are no blue dots (hostages) in the area first, though. 


Occasionally you encounter bonus levels which entail leading hostages to a 
helicopter on the roof of the building before disarming the bombs. These are 
pretty straightforward and should be completed for extra reward. 

Use strafe and roll moves as much as possible as it can help to limit the 
amount of damage you are taking. If you see an enemy has you in their 
sights, you can run and roll to safety behind a pillar. Alternatively you can 
use these moves to attack from the relative safety of walls and pillars. By 
rolling out from behind such an obstacle can take them by surprise and you 
can kill them before they even get a round off in your direction. 





LeveL i: caRace 

By the fire doors there is a truck containing a medikit, MP5 and a rifle; make 
the most of them. You find two lady hostages past the fire doors along with 
some valuable grenades. By the central elevators where you exit you find 
another hostage along with some valuable food to restore your hit points. 

By the staircase under the green light, you find an MP5. 

LeveL 2: ReceptiON 

You find two hostages past the narrow corridor near the start, get them first 
to speed things up a bit but watch out for the bad guy behind them! Bag the 
enemy behind the reception desk so you can get to the hostage on the 
opposite wall; now you can make your way to the top of the map where you 
can get the M60 from the trolley. There’s a female hostage down the stairs in 
the small room. When the bomb is triggered, make sure you’re on the lower 
level and you’re in easy reach of the elevator. 

LeveL v. coNStRUCtiQN 1 

There are two hostages in easy reach when you start this level. The second 
is just around the corner. Grab the hostage next to the elevator as you pass 
through; you’re coming up to the boss. You see he’s got a gang of bad guys 
to help him so get a couple of grenades in to see them off, so now you can 
concentrate on killing the boss alone. To reach the bomb you must go up so 
make your way up the ramp and round to the other side. 

LeveL A: office 1 

Watch out for the enemy holding a small group of hostages near the start. 
Strafe around them so you can pick him off safely. You find groups of 
enemies on this level - grenade the lot of them, as long as they’re not close 
to any escaping hostages. Thankfully the bomb isn’t too far out of reach 
here, it’s in one of the central elevators, no problem for McLeane. 


LeveL 5 : maiNteNaNce 1 

You see that some of the enemies are on higher walkways - to kill them you 
have to jump up with them. There are two female hostages near the 
elevator, just be aware of the enemies near the one round the corner. Near 
the main elevators you find the remaining hostages on this floor. Grab them 
and you find you’re right by the bomb and exit. 

LeveL 6 : computeRS 1 

Left of the your starting point is where you find the first of this floors 
hostages, you find more to the right. Another hostage can be discovered in 
the men’s toilets. You find the bomb near the very edge of the map once 
enough hostages have been released. 

LeveL 7: executive 1 

You find no hostages on this floor, so this gives you the opportunity to really 
go to town with your grenades on the enemy. Go through the double doors 
and throw one at the terrorists there then watch them blow apart limb from 










limb! When you come across the boss on this floor, use a grenade ortwoon 
his henchmen then let the big guy have it and the shotgun is yours. Ma 
sure you're on the right-hand side of the elevator when you come to exit or 
you won’t be able to reach the bomb. 

I.eveL 8 : CONStRUCtlON 2 

You find a handy bullet-proof vest near your starting point on this floor, after 
that you find three hostages that you can release all together inonespot. 
The second group of three can be found shortly after, followed by the gas 
grenades. Check your map when the bomb is taking its 30 second 
countdown, if you’re on the wrong side you’re in trouble. 

LeveL g : office 2 

Near the second hostage you release, you discover some ^ore handy gas 
grenades no real need to use them on this stage though. You find five 
hostages standing together about halfway through this floor, release them 
quickly and the exit elevator can be found nearby, easy. 

I. eveL to: BaLLRQom 

You see lots of hostages and enemies right from the start. Use your radar to 
help you sort out the good from the bad or you’re mowing down innocent 
civilians as well as terrorists. You soon find a pink dot on your radar 
depicting a terrorist holding a hostage as protection. If you can get taclean 
shot and 8 kill him, an extra life is your reward. Go up the large set of stairs to 
find the bulk of the hostages; unfortunately there’s loads of terrorists too so 
use those gas grenades to good effect so you can free them in relative 
safety Through the fire doors down the stairs you find the final female 
hostage - free her and make your exit in the nearby elevator. 

LeveL it: maiNteNaNce 2 

You find a medikit right behind the elevator when you start here, 
wise to quickly get it before the action starts as you re battling a boss soon. 
The first hostage you encounter is a female in the corridor, the second 
female is by the lifts a little after that. Beyond that you discover a M60 then 
it’s onto the boss. The same tactics apply here as in every encounter with 
the boss characters. Waste the henchmen then concentrate your fire on the 
final character by strafing and rolling out of the line of fire. Make your way 
back to the right side of the elevators to continue up to the next floor. 

LeveL 12: office T 

You find another hostage situation with a female on this stage. Use 
precision shooting to see him off. Not far beyond that you discover a group 
of hostages in the corridor. Free them while keeping your eye on the radar 
for any nearby enemies. When they’re free you discover the bomb in the 
nearby elevator. 


LeveL IT: CONStRUCtlON l 

Run straight ahead from your starting position and you discover a rifle. If you 









run out of ammo on your way through this floor, you can find another in the 
corner of the map. Even though there is only one hostage to rescue here, he’s 
completely surrounded by a group of bad guys. Use your gas grenades if you 
have any to aid your victory, then when it is complete, get right into the corner 
of the map as fast as you can by running around the outside to reach the bomb. 

LeveL 14: vauLt 

You find two hostages completely surrounded by terrorists not far after the start, 
gas them all to help you rescue them then get the hell away from them quick 
sharp. In one of the corners of the main room with all of the hostages you 
discover a shotgun armed with exploding shells. They’re great fun for blowing 
the hell out of your enemies with but dangerous near hostages. You find two 
more hostages in the corridor then the final hostage is round the corner. You 
must go back and around the other side to reach the bomb though, so be quick. 

LeveL 15: computeRS 2 

Another boss level this, so be aware of the number of hostages left and their 
position on the map before throwing grenades around. Watch out for the 
grey hostage - when you set him free he pulls out a shotgun, so be ready to 
kill him! You find the bomb in the elevator near the very centre of this level. 

LeveL 16: executive 2 

Be very careful here, there are loads of red terrorists wandering around on 
this level searching for you. Be aware of the ones firing shotguns and use 
your grenades to your hearts content. You find a trolley with a medikit on it if 
you get into any difficulties, and a bullet proof vest that you can use on the 
next stage by the bomb and elevator. 

LeveL 17: office 4 

You almost immediately see two hostages walking around with their hands 
tied behind their back; untie them so they can escape. You find six elevators 
and this is where the bulk of the action takes place. Hostages and terrorists 
come out of them along with the occasional trolley holding power-ups. When 
you have enough hostages the bomb can be found among these elevators. 

LeveL 18: maiNteNaNce ? 

Watch out for the corridor on the left, you find many enemies coming your 
way from that direction, when they’re dead go up there to find a girl. Rescue 
the girl that’s in the hostage situation for an extra life and you discover the 
elevator nearby. 


LeveL 19: computeRS 5 

This is it, the final floor and you’ve got one hell of an angry mob of enemies 
and one last boss to contend with. Kill the lot of them with grenades and 
pick off any others with your guns. The hostages are spread out on this level 
so explore the middle of the map then make your way to the outer edge to 
get to the final bomb. 









Congratulations, you’ve cleared Die Hard, it’s time to move onto the second 
game in the Trilogy series: Die Harder. Prepare yourself for some more 
frantic shooting action! 


Die HaRD 2: Die HaRDeR 

There are numerous power-ups dotted and hidden around the levels. Here is 
a run-down of the more important and common ones you ought to keep your 
eyes open for: 


SHieLD 

For a limited period of time this power-up gives you total immunity to enemy 
fire. Make the most of it and try to use the few seconds you have to 
concentrate on killing the attacking enemies and picking up any other 
power-ups or weapons that are in the vicinity. 


HcaXtH 

One of the most common and most important power-ups in the game. This 
replace lost energy so you can continue through the game without loosing a 
life. They are commonly found in drinks machines but can also be found in 
creates and boxes. 


ReLoap 

If you should come across this power-up it reloads your current weapon. If 
you’re using your standard issue Beretta, you won’t need to press the reload 
buttons. If, on the other hand, you’re using one of the many other weapons 
in the game, it gives you another full clip to play with instead of having to 
revert back to the Beretta. If you get a particularly powerful weapon that you 
want to keep hold of, keep your eyes peeled for this particular power-up. 

tRaceR 

This power-up lets you improve your aim slightly and make the game a little 
easier to play by highlighting your bullets as you fire them. It doesn’t serve any 
other purpose than that, so it’s not one of the more useful power-ups in the 
game - give it a miss if you’ve got a choice of power-ups on the screen at once. 

There’s no way that McClane can carry enough clips to keep his Beretta 
going through the whole eight levels, so you must try to make use of some 
of the enemies’ weapons that they sometimes drop when you kill them. 
These weapons can also be found in boxes and creates dotted around the 
levels and secret areas. 


BeRetta 

McClane’s standard issue firearm; it’s slow-firing and not particularly 
powerful. You can double up on your firepower by picking up a second 
Beretta right at the start of the first level - you speed up your firing speed 
and can cover more of the screen. 










Rockets 

Slow, but incredibly powerful. This weapon spirals towards its target and 
explodes on impact, causing devastation all around the target area. Brilliant 
for picking off large numbers of enemies in a single shot, but watch out for 
hostages; they’re taken out too if you’re not careful. 

gReNapes 

The targeting on this device isn’t very good, as McClane throws them in the 
general direction of your target. It is just as devastating as the Rockets and 
covers a similar area -just be very cautious of hitting innocent people. 

SHOtCUN 

Generally armed with exploding shells, this baby can do some pretty serious 
damage. You can almost feel the recoil through the joypad. The only 
downfall is that the shotgun takes ages to reload after emptying the 
chamber. Brilliant for pot-shots, but not much use for hostage situations as 
you end up blowing holes in both of them! 

mp 5 

This SAS issue sub-machine gun is small and compact but has a nice kick to 
it. It’s rapid firing and sprays across the screen nicely. This weapon fires 
9mm rounds. 


mi6 

This particular piece fires more rapidly than the MP5 and can take down 
enemies quickly and more efficiently, this rapid fire machine gun is mostly 
found in the middle few levels. 


ak47 

Only found on the later levels of Die Harder, this famous Kalishmkov 
machine gun really mows across the screen nicely. Very fast, very powerful 
and highly recommended. 


steyR 

The ultimate automatic weapon, the Steyr is very rare but worth the wait. 
Use it sparingly and it’s soon your best friend. Watch out for the reload 
power-ups while you have this baby; you really want to keep hold of it for as 
long as you can. 


LeveL i: teRmiNaL 

When the action first begins, be sure you don’t harm the police or the taxis 
dotted around or there’s a ‘major disaster’ and the police that are left start 
shooting at you. Watch out for the civilians running around outside the 
airport entrance, and concentrate your firepower on the helicopter that’s 
flying above. If you can destroy it, a second Beretta is yours. This doubles up 
with the one you already have to give you twice the firepower. Watch as the 
taxis crash in; if you do well and only kill enemies, you get some extra 









rockets and grenades. When you meet the group of enemies towards the 
end, you carf really let them have it as there are no innocent people around. 

LeveL 2 : New win£ 

You can shoot a box near the beginning to gain an M16. You find barn s on 
this level that can be blown up. They do terrific d amag e as long as there are 
enough baddies nearby. After the ride up the escalator hatfway through 
there is a cat walk section. Do well here and there s a room on the left full o 
Kh and grenades. If you do badly, you’re met with yet more enem.es 
instead. If you continue to do well on the section where enemies come up 
the escalators at you there is a secret route for lots of power-ups through 
the double doors. When you have dealt with the boss character on th'sleve 
you have only a few more enemies to see off before the level is complete. 

Ipvel. S: tuNNeL . 

Watch out for the terrorists behind the police, they’re firing rockets right at 
you. The bad guy that’s behind the window can be taken out by a grenade. 

It’s hard to get a good aim on him and there’s no civilians to worry about 
Towards the end when you fight the boss there are elates with health and 
other power-ups that fall from the ceiling, make the most of them as they 
keep you going until the end of the level. 

TeveL A: RUNWay 

Concentrate your fire on the helicopter at the start for a different route, you 
find plenty of power-ups to target on the way. Kilt the boss character hal 
way through and you earn yourself the power of the AK 47 : 1" th ® han f.f Th 
section of this level there’s a secret route with power-ups if you do well. Th y 
come in handy when you want to pick off all the jeeps that are racing around 
the screen. To end this level you must fight and defeat another helicopter. 
Take out his attacking missiles with your gun then fire rockets and grenades 
at it when all is clear. 


TeveL 5 : pLaNe iNteRiQR 

Grab the shields from the second gang of enemies you encounter then 
resolve a hostage situation by killing the terrorist without accidentally 
shooting the civilian. The shields you got earlier should hold off his fire unti 
he’s clear of the hostage. Continue onwards and shoot the highest dark 
crate on the stack of two to receive a health power-up, this helps you when 
you kill all of the cabin crew in order to proceed. Once all of the enemies 
have been killed the level’s over. 


TeveL 6: church 

The enemy standing furthest to the right of theicreen is harbouring a MP5, 
you get a bonus if you can shoot the terrorist in the distance partially 
covered in the trees. By the snowmobile you see what looks like a hostage 
in a red shirt. Watch out, as he’s really a terrorist; shoot him first. Another 
helicopter must be brought down next, help it down with rockets then 
proceed to the front of the church. Once inside you must defeat another 








boss, use the remainder of your grenades on him. Now you can go onto 
Level Seven. 


LeveL 7: SNQwmoBiLe CHase 

When you’re up behind the enemy snowmobile, watch out for two crates 
containing health and a shield, as they come in handy. When you’re done 
there, take out all of the wandering snowmobiles that appear, if you do you 
get a bonus and lots of power-ups for you to use. You end this level among 
some helicopters on the ground, you can ? t blow these ones up though, so 
take out all of the terrorists that pop up all over the screen. 

LeveL 8 : pLaNe iNteRcept 

Make sure you shoot the yellow crate at the start of the level to gain a 
shield, as this is the last level you can expect a crazy shoot out. Aim carefully 
at the targets that appear on the helicopters later on, it takes a while with 
just your guns so help it along with some rockets. Take out all of the 
terrorists that are on the wings of the moving planes, and watch out for 
valuable power-ups on the way. Miss all of the innocent parachutists and 
you get another ‘Good Cop’ bonus for your deed. At the very end of the final 
level you’ll have to shoot the plane out of the sky on take-off. Shoot 
carefully inside the targets to damage all four engines and the game will be 
over - well done! 


pie HaRD witH a veNceaNce 

The busy streets of New York are a challenge in themselves. Use these tips 
and tactics to keep you one step ahead of the terrorists: 

Keep a constant eye open for the power-ups that are dotted around on the 
road; there are no weapons on this level so expect to see time bonuses, 
points, turbo bonuses and jumps which propel you over huge expanses and 
even across water. 

Use the handbrake to get around the tight city streets - without them you’re 
all over the place! 

The clock in the bottom left-hand corner of the screen tells you how long you 
have to complete your next task, this normally entails tracking down a bomb 
and manually exploding it before it explodes when the time runs out. 

In the top left of your screen you see a compass. Use it to home in on your 
target and lead you through the maze of streets and parks. It only shows you 
the direction of your target, not how to get there. You may find you get 
trapped on the wrong side of a building or even the wrong side of a river, so 
keep your eyes peeled for back allies and short cuts. 






level 1 : URBaN 1 

You find that the first four bombs on this first level relatively easy to find; 
thi s is ™re of a training level, so you can get the hang of using the controls 
- especially the handbrake. Follow the red arrow as you ne g°t' ate y° ur way 
around the streets until you reach your target, normally in the shape of a 
phone box or dustbin containing a bomb. Ram into it so it ex P lodes1 ... 
proceed to your next target. If you wish to change your car you can follow 
the blue arrow - you’re taken to a car park where you can get into a P° l ' ce 
car When you encounter the first bomb car, you notice ,t works on the same 
Dremise asChase HQ. Simply ram this slow moving car until its P ow< ^ b 
reaches zero. When it’s clear collect the next two bombs to open up the first 
of the subway races, lust beat the truck down the stretch of road while 
picking up the extra life on the way, remember to watch out for the walls a 
keep ahead of the truck! 

le veL 2: ceNtRaL paRk i . 

The first bomb you must locate is straight ahead along the park road and is 
very easy to find. As soon as you’ve taken it out you re straight up aga 
the first bomb car which is a taxi cab. It follows an easy route that lea 
around the park so it’s not too hard to beat. If you have any turbos you can 
take K oufvery quickly by ramming it at high speed. The next two bombs 
you must find require you to leave the road and head across the grass. 

Watch out when approaching hills and bumps, there may we e w 
the other side. If you go in you lose a life and have to start chasing the 
bombs again When they have been dealt with, you have the next bomb car 
to take cfre of This hotdog van isn’t very fast, but makes up for it by taking 
a winding path around the park. Keep after it and pick upthe power-upson 
your way round to keep you going. After taking out another bomb after the 
van, you have the penultimate bomb car to contend with. This white saloon 
manoeuvres cleverly around the park sometimes leading you straight into 
the“f you can learn the route you know his next move and you can cut 
him off. Now there’s another bomb to get before the police bomb car . ^ h ® n 
you’ve taken care of that, you must fight your way through a road block to 
reach the final bomb on this level. Use any turbos you ve got left to fight 
your way through the blockade and onto Level Three. 

leveL T: cHiNatowN i 

Again the first bomb is easy to find, it’s the second that’s trickier to reach. 
The street is pretty heavily congested so ram your way through, or take an 
alternate route around the back way. You see that the third bomb you must 
reach is in a red car that’s pulled up, as soon as you collect his one you must 
turn back on yourself. The fourth is easy to reach and the fifth is in a black 
car that is also stationary. The bomb car, a red saloon, drives right at you as 
soon as you’ve collected the final bomb. You’ll have to do a hand-brake turn 
so you can get on it’s tail to ram it. There’s one more bomb to blow up before 
the level is complete, look out for the extra time power-ups to aid you in it s 
disposal. 






LeveL 4 : DOWNtOWN 1 

Your first target on this level is a white bomb car, you see it coming from the 
left. Collect any turbo power-ups you encounter to aid you in beating the 
clock while finding the bomb immediately afterwards. You have to take a 
side street so you can turbo along and collect time power-ups on the way. 
Now is probably a good time to follow the blue arrow so you can get into the 
police car; you find plenty of time bonuses around to give you a head start 
on your next target. This one’s tricky but you can collect the ‘EMS’ power-up 
to help clear the traffic in your path. You can use the horn to move any 
innocent people that could easily be run down. As soon as that’s complete 
do a U-turn straight away and turbo in the opposite direction as time is 
going to be tight. Use the launcher power-ups to take you over the land 
train, this is vital in reaching the bomb. This is where the real action begins 
as now there’s not one bomb car to defeat, but two! Go after the easier truck 
first then after the car. When it heads through the car park where you got 
your car, cut it off at the other end to speed things up. There are just two 
more planted bombs to reach now to end this level. Use all your remaining 
turbo’s to aid you and keep collecting the time power-ups. 

LeveL 5 : ceNtRaL paRk 2 

You see the first bomb is in easy reach on the right-hand side of the road. 
Once it’s been detonated, you have to leave the road to reach the second 
while collecting the useful time power-ups. You’re next target is a white 
bomb car, watch it’s path around the park carefully while ramming it. You 
have to get this next bomb from on the grass, it’s surrounded by police cars 
so ram you’re way through to it using a turbo if necessary. The next bomb car 
you encounter cleverly tries to lure you into the water - watch his moves and 
cut him off when you can. Once it’s destroyed, get the next bomb that’s past 
the police cars. The penultimate bomb is in a phone box, come at it hard and 
fast to dislodge the surrounding cars, now onto the last bomb car. You need 
to collect all the time power-ups you can find for this hot dog van, once it’s 
out of the way you find the last bomb in a digger. Don’t follow the road as it’s 
too slow, instead cut across the grass to reach it faster. 

LeveL 6: cHiNatowN 2 

Turn back on yourself right from the start and take the road on your right to 
collect lots of time power-ups, you’re going to need them on this level. Once 
you’ve reached the first bomb, U-turn once again and collect the time power- 
ups in your path then turbo down the road at top speed. The next bomb is 
protected by a road block so barge through or even go round the back to 
trick them. The next bomb requires you to beat a convoy of trucks so you 
can get past for the bomb before they block your path. Once completed 
successfully you must destroy the bomb truck, it’s slow enough to be an 
easy target but it does take quite a pounding before it’s out of your way. 

Now follow the trail of time power-ups to reach the next bomb, it’s in a black 
car that’s pulled over. Blow up the bomb in the phone box then move onto 
the next bomb before you come against the white bomb car, it’s pretty slow 
so it shouldn’t cause you too many problems. You have two more bomb cars 






to blow up before the level is complete, they’re not too hard it’s just a case 
of learning their routes around the map. You can now go into the subway to 
race a truck to the site of another bomb, you will only have to complete this 
race one more time on Level 12 at the very end of the game. 


I.eveL 7 : URBaN 2 

Head straight for the first bomb but don’t be tempted by the car parknearby 
- it takes too long to change cars and you just run out of time. You find the 
next bomb planted in a red can right on a junction. Once you ve rammed into 
it you can then proceed to the next bomb site collecting time power-ups on 
hi way to be on the safe side. You have to use the launch power-up to | reach 
it but it’s not too hard. Next up is the bomb car; follow his route carefully 
fhSugh the car park, again you can head him off at the pass tosave ime^ 

Be careful about going under the bridge, you must stay central or you ram 
post and not the car! You’re going to need the red sports car from he c a 
nark now to be able to reach the next bomb on time. Be sure to collect all of 
the time power-ups nearby for that extra helping hand, now you tan reach 
the bombin good" time and get straight on with the next target whu:h is m a 
phone box not too far out of reach. Once again you have two bomb cars to 
deal with and they’re both taking different routes Take Y our P' c ^ nd 

concentrate on destroying them one at a time to be successful, time is 

running short so use all the turbo’s you have available. Once they have both 
been destroyed you find the final bomb is in easy reach. 

I.eveL 8 : powNtowN 2 

Carry on in the direction you are pointing to reach the firstbomb ‘ *’ s 
straight ahead. To reach the next bomb requires you to use a launch power 
up which sends you flying past the bomb, you’d better do a fast U-turn to 
reach it in time or use a different route using your turbos. Head left to get 
the launch power-up to take you closer to the next bomb which is behind a 
tricky police blockade, fight your was though to detonate it. Now carry on 
straight ahead to find the next bomb across yet another launch power-up. 
Now it’s time to chase a bomb car in the form of a yellow taxi cab. You may 
need to use turbos to be able to reach it in time but you should be okay. 
Follow the road up to the next bomb you find it’s down a road on your right 
before you have to beat a really easy bomb truck. Just turbo right up behind 
it and keep ramming until it’s over. When that is complete follow the red 
arrow towards your next target and be sure to collect the ‘Extra Turbo 
power-up along the way. This gives you a huge speed boost to help you 
reach your target and only leaves you one last bomb to explode. Collect all 
the time and ‘EMS’ power-ups in your way to help and go across the launch 
power-up, you have to do a U-turn straight away and head right to reach 
your target. 


I.eveL 9 : aouepuct 1 

This bonus type of level is rather easy to complete but fun nevertheless. 
Avoid the trucks in your path and collect any power-ups you come across, 
you must beat the clock at all costs or you die and have to start again, so 






use however many turbos you have. Try not to steer too far up the sides of 
the tunnel or you lose control and valuable time, keep straight and in 
control. Ram into the bomb at the end of the path to end the level. 

LeveL iO: wHaaf 

Simply follow the trail of time power-ups dotted along the road to reach the 
first bomb, now head right towards your next target. You must now follow 
more power-ups until you reach the launcher and blow up the bomb over the 
other side. Now you must do a U-turn to collect the next bomb. It may be 
wise to keep going to collect the three stray time power-ups first though. 
Next up is the bomb truck, it’ comes out ahead to the left as long as you’re 
close by there should be no problems. You must launch again to reach the 
next bomb over the train, when that’s complete you must jump again to the 
last bomb on this level, it’s quite tight on time but there are plenty of time 
power-ups to be had to help you out. 

LeveL ii: aouepuct 2 

This is the second and final Aqueduct level in Die Harder. This one is much 
the same as the first only much trickier. The way I see it is if you can collect 
the extra life that’s down there even if you fail badly you really haven’t lost 
anything. Keep an eye out for the launcher power-ups on this level, miss 
them and you’re really in trouble. 

LeveL 12: simoN CRUBeR 

This is it, the final showdown! You have to launch yourself at his helicopter 
using the launch power-ups that are in this level. Try to stay as close behind 
him as you can and sometimes you can score two hits in one jump which is 
quite important. Do not turbo onto the launchers though or you completely 
miss your target wasting valuable time. It’s also very important that you pick 
up all of the available time icons or you run clean out of time. By the time 
the helicopter takes a left down the rail way line it should be on fire, use a 
turbo and U-turn at the end by the right-hand fence to get the time power- 
up, you should now be able to finish it off with the next two launchers with 
any luck! 
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c,RaND tHeft auto 

These next few pages provide you with a joyrider’s guide to the criminal 
streets of Grand Theft Auto: 

HiCHwav featuRes 

PHONeS 

You need to use these to receive your orders for certain ‘Mob jobs’ in each City. 


cRaNes 

These are always situated in dock areas and are used for selling stolen cars. 


auto shops , 

Drive into any of these to have your vehicle’s plates and identity changed. 
There is a price to be paid for this service which varies depending on the 
state of the vehicle, but it’s guaranteed to get any cops off your back. 


RiCCeR 

Simply drive into any of these lock-ups with some cash and a bomb is fitted 
to your car. The bomb can then be armed at any time, allowing you 10 
seconds to get clear of the blast. Ideal for those inquisitive boys in blue. 

mfoRmatioN 

Drive or walk into any of these icons to receive a handy hint or tip. 


CRate items 

Here’s the list of pick-ups you can collect from the crates as you cruise the 
streets: 


extRa Lives 

Collect these whenever possible; you never know when you’re going to need 
them. 

kiLL fReNzy 

Once activated you have unlimited firepower for a limited time - ideal for 
killing cops that are hot on your tail. 

aRmouR 

This protects you from enemy and police gunshots for a limited time. 

cet out of laiL fRee 

These save you from losing your weapons and bonus multipliers when you 
get arrested. 

















poLice BRiBe 

These get rid of any pursuing police. 

pistoLs 

The pistol provides you with the basics in protection. 

macHiNe cun 

This supplies rapid fire providing a quick and clean kill. 

flame tHRoweR 

Effective and good to watch, but victims don't die instantly. 

Rocket LauNCHeR 

Most deadly, just don’t stand too close to the target you wish to destroy. 
bonus muLtipLieR 

Any money that you collect or make is multiplied by the amount of these 
that you have. 


speep up 

These are used to increase your speed when on foot. 

tHe veHicLes 


Here's the run down on all the main vehicles speed and handling ratings 
from each of the three cities, we've also included the premium prices paid 
for each vehicle when stolen and delivered to one of the dock cranes. All the 
prices shown are subject to the condition of the vehicle and are reduced if 
the vehicles are scratched or dented. Prices are reduced if you return with 
the same model vehicle twice in succession. 


Cossie 

Speed:9 

Handling: 8 

Value: 

$12000 

Counthash 

Speed:9 

Handling: 6 

Value: 

$12000 

Beast GTS 

Speed:9 

Handling: 10 

Value: 

$12000 

Penetrator 

Speed:7 

Handling: 4 

Value: 

$8000 

Stinger 

Speed:8 

Handling: 8 

Value: 

$8000 

Bulldog 

Speed:8 

Handling: 8 

Value: 

$8000 

Porka Turbo 

Speed:7 

Handling: 4 

Value: 

$8000 

Itali 

Speed:7 

Handling: 4 

Value: 

$8000 











Mundano 

Speed:8 

Handling: 8 

Value: $6000 

4X4 

Speed: 6 

Handling: 4 

Value: $4000 

Bike 

Speed: 7 

Handling: 1 

Value: $2000 

TV Van 

Speed: 5 

Handling: 2 

Value: $8000 

Stallion 

Speed: 7 

Handling: 4 

Value: $6000 

Bug 

Speed: 5 

Handling: 4 

Value: $2000 

Taxi 

Speed:8 

Handling: 4 

Value: $4000 

Impaler 

Speed:8 

Handling: 8 

Value: $8000 

Jugular 

Speed:6 

Handling: 4 

Value: $8000 

Pickup 

Speed:5 

Handling: 4 

Value: $4000 

Classic 

Speed:7 

Handling: 5 

Value: $8000 

Repair Van 

Speed: 4 

Handling: 4 

Value: $6000 

Challenger 

Speed:6 

Handling: 4 

Value: $4000 

Portsmouth 

Speed: 5 

Handling: 4 

Value: $4000 

Bus 

Speed: 5 

Handling: 1 

Value: $N/A 

Limo 

Speed: 6 

Handling: 4 

Value: $N/A 

School Bus 

Speed: 6 Handling: 4 Value: $N/A 

BONUS miSSIONS 

LiBeRtv city 


GANGSTA BANG 

Mission 1 
Speed Bus 

Location: North East Fort Law 
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Mission 2 
Taxi 

Location: North West Park 






Mission 3 
GTS Beast 

Location: South West Island Heights 

Mission 4 
Tanker 

Location: Law Island Docks 

Mission 5 
Bulldog 

Location: South West Tellburg 
HEIST ALMIGHTY 


Mission 6 
Bulldog 

Location: Central Guernsey City 

Mission 7 
Cossie 

Location: South West Brix 

Mission 8 
Stallion 

Location: Central Hackensalsh 
Mission 9 

4X4 

Location: New Guernsey Docks 

Mission 10 
Mundano 

Location: West Hackenslash 


MANDARIN MAYHEM 


saN aNDReas 


Mission 1 
Love Wagon 

Location: West Aye Valley 

Mission 2 
Tank 

Location: West Sailors Wharf 

Mission 3 
Tank 2 






Location: South East Woodside 


Mission 4 
Bus 

Location: South East Chinatown 


vice city 


RFNT COP BLUES 

Mission 1 
Tank 

Location: North West Miramire 
Mission 2 

Tank 2 . , 

Location: On Island south of Vice Beach 

RASTA BLASTA 

Mission 3 
Tank 

Location: North West Miramire 

Mission 4 
Tank 2 

Location: On Island south ofVice Beach 


Mission 5 
Transit Van 

Location: West Little Dominica 


geNeRaL tips 


Apart from being the most powerful weapons, the rocket launcher and flame 
thrower can also be the most dangerous. Always make sure than you keep a 
safe distance between yourself and your target, and that you don’t get 
caught up in a chain reaction of explosions. 


Always keep an eye out for suspicious vehicles parked off the road - some of 
them lead to secret missions when commandeered. 


If you’re passing a nearby dock crane and need some cash, keep a look out 
for prestige and expensive vehicles to trade in. 

Grab weapons from the crates as soon as you can; you never know when 
you get cornered by the cops or need some personal protection when 







undertaking a ‘Mob job’. 

Try not to commit any serious crimes when restricted to a slow vehicle such 
as a lorry or bus as they are exceptionally slow and difficult to manoeuvre, 
especially when blocked in by cops cars. 

Always exchange your vehicle for another one as soon as it becomes 
excessively damaged as it loses performance and eventually explodes, 
causing loss of life. 

When using a vehicle to stop another one that you’re about to steal, try to 
leave enough space around the drivers door to allow quick and easy access 
into the car. 

When delivering vehicles to dock cranes to be traded in, try not to damage 
them as this reduces their value. 

Climb into a tanker truck for safety if your being rammed by perusing cops 
cars. Tankers are one of the strongest vehicles available and can destroy up 
to four cops cars before they start to lose performance. 

When using a motorcycle for a long drive along a main road, keep on the 
yellow line to minimise your chances of being knocked off by the other road 
users. 

The easiest ways to kill a persistent cop is to stop your vehicle and let him 
approach on foot, then drive straight over him. Although this method is 
effective, you cause more trouble for yourself in the long run as you’re put 
higher up the wanted list. 

When the cops set-up road blocks, they always leave space on the 
pavement for you to drive past. 

Parking stolen cars next to each other then destroying them with a gun or 
similar weapon is a good way to make easy money. 

Apart from running innocent pedestrians down or shooting then with a gun, 
you can electrify them by scaring them onto the railway tracks. 

The Hare Krishna groups (the men in orange) are ideal for boosting your 
score. Attack them with a gun, rocket launcher, flame thrower or a car and 
kill them all in a single hit. You need to make a run of it after this, though, as 
the cops are hot on your trail. 

If you get caught by the police while using a multiplier to increase your 
score, it gets cut in half. To avoid this don’t get caught; kill yourself to avoid 
capture. 



A good way of dealing with the cops when being chased on foot is to run 
backwards and open fire - the cops run straight: into; yourdines of T J« 

works best with the machine gun, but also works with the pistol with a little 

practice. 

Unfortunately the cops can run as fast as you when on foot, making it near¬ 
impossible to evade them if you run in a straight line Use cars trees and 
buildings to dodge around when trying to escape as the cops slow down 
significantly when turning. 

The Auto Shops can be very useful when playing a mission where you’re 
required*to acquire a police car. Once you start the mission, find an Auto 
Shop and park your car right next to it then start shooting pedestrians to get 
the cops after you. When a cop car arrives on the scene, wait for him to 
climb out of his car then climb into your car and run him over. Now drive 
Jr car Into the Auto Shop to get the cops off your back then exit and climb 
into the unmanned cop car. 


If you find and enter an alarmed vehicle, simply climb out of it then climb 
back in again to deactivate the alarm. 



ISS PRO 

It may have been overtaken by ISS Pro ‘98, but the now-Platinum ISS Pro is 
still a fine game. 


foRmatioNS 

NORmaL 4-3-?: 

This is a good formation to play if you have a stronger team. If your defence 
can handle the opposition, the attackers can look for extra attacking support 
from the midfield. 


pefeNSive 4-4-2: 

Very defensive in the set-up. It means that the opposition have to tackle 
nine players including the goalie to get through to the goal. This leaves you 
with two attackers up field waiting to pick up any loose or cleared ball. 

NORmaL 4-4-2: 

This allows more open play than its defensive set-up. If you have a couple of 
midfield players with good pace and flair, you should play this formation. 

The midfield is quite literally arranged into a square, thus allowing players 
to cross over and support the attack individually. 

NORmaL 4-4-2a: 

This is similar to the previous formation, but this time the midfield is laid out 
in a diamond formation. This allows you to have two wingers in midfield that 
can attack opponents down the wings before putting the ball into the box for 
the strikers. 


pefeNSive 5-4-2: 

If your playing a counter attack game and are fortunate enough to score, 
and then want to protect your slender lead, then this is the formation to go 
for. It pulls everyone back behind the ball and allows you to support areas 
where you might get pressure placed on you. 

offeNSive 2-5-5: 

This is the formation if your going for all-out attack. Play this if you’re a goal 
down in a cup game and there is only twenty minutes left. It can leave you 
exposed at the back, but if you’ve got nothing to lose, what’s the problem? 

pefeNSive t- 5 - 2 : 

This is the position to play when your protecting a slender lead, but you 
don’t necessarily want to completely drop back with the team. This offers a 
good defensive strategy whilst still giving you the opportunity to support 
any attacks that your team attempts. 













offeNSive 5 - 5 - 2 : 

Rather than having one midfielder pushed up behind the two strikers, it 
pushes two midfielders up. Therefore, it helps the midfield keep possession, 
but also offers support for a goal attempt. 

NORmaL 3-4-5■ 

Solid formation that offers room for open play but offers support to both 
the strikers and the defenders when required. This is a popular formation to 
play in today’s game. The only difference being is that the third striker sits 
just behind the front two. 

nefeNSive 4-5-_Ai . 

This is with out doubt the most defensive team gets. Basically you pull 
J S Z hark hut leave one striker up-held for the occasionally loose ball. 

offeNSive 4 - 2 - 4 : ... . 

If your playing a much weaker side and you want some S 0i , s *?" ‘ h ' S 
Dosition to play. It leaves the midfield rather open, but the idea is to push 
the opposition back to their own penalty area and keep them there wh 
bomb-barding their goal. 


pT aveRS fitNess 


In ISS Pro when you go to the subs’ bench or when your looking at your 
le» S S"n. voo. Plwr has , coloured to ptod oust 10 to. names. 
Below is a list of what their expressions means: 


Red Smiley Face: 
Orange Face: 
Yellow face: 

Blue Face: 

Grey Face: 


Player is ioo% fit and raring to go. 

Player is still fit and is ready for the game. 

Players okay, but could be better. 

Player is unfit and will not perform correctly for you. 
Player is exhausted and unfit. Don’t even bother 
putting him in the team. 


stRatecies 


By pressing the L2 or the R2 when you are on the formation screen, you can 
change the team’s strategy. 


No Strategy: 
All Offence: 

All Defence: 
Centre Attack: 
Side Attack: 


Team plays as normal. 

Your team pushes forward in an all-out attack, 
if a lead has been gained and you want to protect it. 
Makes your players attack down the middle. 

To be used if you want your midfielders to make runs 
down the wings. 










Zone Press: 
Counter Attack: 


Utilises man-to-man marking. 

After offering support to the defence, the team look for 
the break and attack. 
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micRQ macHiNes V5 

Codemasters’ cute creations have been around since the NES, but the series 
still manages to thrill. The PlayStation version, Micro Machines V3, is very 
highly regarded and a bargain at £20. 


pvNarrnc driving 

To gain a turbo start, hit the accelerator at the second beep. If done 
correctlv vou speed away from the other cars. . . . . 

Don’t just stick to the middle of the road - take the racing line through the 
corners It’s even possible to cut a corner occasionally, gaining yourself 
valuable seconds. Don’t stray too far from the track, though or you explode 
and reappear on the road. Short-cuts are especially useful when entire 
chicanes can be cut out - as the computer-controlled cars still follow the 

track, you gain a real advantage. , c 

Talking of advantages, the scenery can also be made to work for you. 
Objects and decorations on the side of the track can help you memorise t e 
course - for example, the sharp turn might come after the blu e Pencil, or the 
narrow bridge after the pencil sharpener. Turning corners can be made 
easlerus?ngtrackside objects. It the item is on the inside o*e come,; can 
vou drive the wrong way round it and sneak a short cut. If it s on the 
outside, can you bounce your car off it instead of braking? If it s just in e 
wav can vou force an opponent into it? 

Always take the flattest as well as the straightest route. Bouncing around 
throws your steering and makes it hard to approach a corner correctly 
Finally, vehicles can be improved by winning them more than once. Earn a 
vehicle that’s already in your collection and it’s improved by one level, 
enjoying better statistics. 


poweR ups 

In any mode other than Beginner, using power-ups is essential. Make sure 
you collect the little green parcels en route, and hope it gives you the 
power-up you want. There’s no way of engineering this - you have to take 
pot luck. 


DVNamite 

Arcs its way towards your foes. Use on straights - it’s difficult to aim around 
corners. 

fiReBaLL 

As soon as this one hits your foe, he blows. It’s especially effective in narrow 
chicanes and bridges where it’s clear where your opponent is. 










foRcefieLp 

Any nearby opponents are forced away. It effectively makes your car bigger, 
blocking the road. Ideal for sending opponents plunging to their doom off 
bridges or precipices. 


maLLet 

This one’s a pain in the arse to use. It batters vehicles immediately in front of 
you, but it’s bloody hard to aim. 


miNes 

Fairly obvious - use them in chicanes, where the narrow tracks makes them 
unavoidable. Also useful when a foe is right on your tail - he won’t be able to 
avoid it. 


missiLe 

Never use this on uneven ground - it only fouls up. Other than that, it’s the 
ideal combat power-up. 


tURBO Boost 

Again, this one’s fairly obvious. It offers a burst of speed - well, what did you 
expect? 


WHeeLs of fiRe 

Burn some rubber with this red-hot power-up. 


SHapow RaciNg 

Complete a Time Trial and then race the course again, without loading a new 
one. A ghost of your car appears, following your movements in your 
previous attempts. Beat it and your new drive replaces the old one as the 
ghost. This is a great way of practising the courses. 

HiDDeN skiLL LeveLs 


Complete Beginner, Tricky and Difficult and you’re offered a wider selection 
of modes to play, namely: 

Beginners, Tricky, Difficult, Advanced, Masters, Rock Hard 

miNOR featimes 

fuRtHeR flRINC 

To make your tank shells go further, fire at the height of a jump. Great for 
taking out foes who are out of range. 














smokiNC Finish 

lump over the finish line and you leave a trail of smoke. 

bouncinc cameRa 

Come first and jump just before your celebrations start to see the camera do 
some weird things. 


cHeats 


Use these if you will, but don’t expect your performances to get you onto the 
high scores table if you do. 


Name CHeats 

Enter these cheats as names for some interesting results... 


CATLIVES: 

GIMMEALL: 

NOTANKS: 

TANKS4ME: 

WINTERY: 


Nine lives, one-player mode only. 

All tracks in multi-player mode. 

Tanks can’t shoot. 

Always race tanks (don’t use on water). 
Cars slide as if on ice. 


niiRi NC tHe came 

Pause the game and enter one of the following. Pause again an re-enter the 
code to switch the cheat off. 


BIG BOUNCES: 

CAR BECOMES OBJECT: 
DOUBLE SPEED: 
FLOATING OBJECTS: 
LOWER CAMERA VIEW: 
SLOW CPU CARS: 


♦, ♦ , ♦ 

♦ , ♦, ♦, 

■, #,♦,■, ▲, #, #, #.# 
•, A,#, #,•, A,*,# 


neBUC mooe 

Enter *• This makes the following inputs 

available: 


Select+lt: 

Select+f, *,<«-or-*: 
Select+L2 or R2: 
Select+H: 

X+A+0+B: 


Quit race and win (not Time Trial). 
Change camera angles. 

Change camera zoom in or out. 
Turn players car into CPU drone. 
Blow up all cars. 
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ResmeNt eviL 


Resident Evil is an all-time great as far as the PlayStation goes, and Sony 
have acknowledged this by releasing Capcom’s masterpiece on their 
Platinum range. This guide offers you solutions for both controllable 
characters, Jill and Chris. As you’ve undoubtedly seen solutions for this 
game many times before, we decided to give you the ‘speed solution’ which 
allows you to gain access to the brilliant Rocket Launcher at the end of the 
game, allowing you to blow up any enemy with a single shot! To do this you 
must complete the game within three hours, which may require you to miss 
some save points and run past the occasional zombies. 



Once the action begins in the Dining Room, collect the Emblem from above 
the blood stain on the floor. Go into the room on the right and kill the 
Zombie that’s feasting on Kenneth then pick up both clips before going back 
to Barrie in the Dining room where you both go back to the Main Hall. Go to 
the room with the blue doors and enter with the Lock Pick, leave the map 
and the small room and go through to the next corridor. Kill both of the Hell 
Hounds that attack you then get the clip after pushing the second cabinet at 
the end. Go through the next door and pick up the Plant there, then enter 
the room that has the Shotgun on the wall and grab it. Exit and you cut to a 
scene with Barrie where he saves your life. 

Go to the hallway opposite the Shotgun room and enter the Picture room. 
Solve the puzzle by flipping the switches in this order: New-Born Baby, 
Infant, Young Boy, Young Man, Middle-Aged, Old Man. When the last switch 
has been activated, you can gain the Medallion. Now go to the Storage 
Room and grab the Plant Chemicals (at the bottom of the stairs). Make sure 
you only take vital supplies back out with you (Shotgun, Beretta and clips) 
so you have plenty of space in your inventory. Go upstairs and kill the 
Zombie on the right, now enter the door down the hall and run down to the 
Upstairs Main Hall. After Barrie gives you the ammo for the Bazooka, enter 
the door on the far right that leads out to Forrests’ body, you can now collect 
the Bazooka. 

Run out, avoiding the Crows and go across to the next room (upstairs Dining 
room) and kill the Zombie. Now push the Statue and exit through the door at 
the back. Kill more Zombies and go down the stairs that leads to another 
Storage room where you can save your game and exchange some items in 
the Chest (make sure you take the Emblem). Go to the Nursery room and 
poison the plant there, collect the Key and grab the red and the green 
chemicals (save space in your inventory by mixing them and make sure you 
have three spare spaces in there). Exit and go down the hall and enter the 
Caretakers room, get the clip there before killing the Zombie in the closet 





and grabbing the Shotgun ammo from inside (not the Diary). 

Exit the room and go right to the door and unlock it, then go through and 
you're back in the first corridor you visited at the beginning. Enter the PNano 
room and pick up the sheet music, now play the piano to open the secret 
room. Go inside and exchange the Emblems before exiting and going back to 
the Dining room. Put the Gold Emblem where you got the first one from 
(where the blood stain is) and you receive the Armour Key, now run aroun 
to the other side of the table and pick up the Blue Gem that’s there. Go back 
to the hall where you first discovered Kenneth and go up and take the first 
door on the left, Go into the room with the Tiger Statue from here and swap 
the Blue Gem for the Medallion. 

Exit and go back to the hall that has the Storage room coming; off of it. This 
time enter the Ammo room (with the bad Shotgun in) and grab all the ammo 
you can carry. Exit and go back to the Storage room «here you should 
a change-around in your inventory so you can carry the Armour Key 
(remember to take the bare minimum with you). Now run back to the Ma 
Hall on the ground floor and enter the door that requires the Key. Kill the 
Zombie inside and get the clip that’s on the desk, now leave back into the 
Main Hall and go up the stairs then go right down the Hallway and enter the 
Suit of Armour room (remembering to move the Statues over the holes in the 
floor) to get the Medallion. Exit and run to the Attic door, unlock it and you 
see Richard. 

After talking to Richard, immediately run to the Storage room to.get: the 
Serum then save your progress. Take the Shield Key f^ behind the clock 
and leave the Armour Key behind as it’s useless now. Go back to see Richard 
again then enter the Attic. Kill the Snake there and pick up he Shotgun 
ammo and get the Medallion; now is probably a good time to do some 
healing if you gained any wounds from the Snake. If you ve been poisoned 
you wake up in the Storage room in which case make sure you ve got all four 
Medallions on you and return to the Main Hall (on the ground floor). Go 
through the Blue Double door and through the corridors to the room 
opposite the Painting Puzzle room, then go quickly to the Medallion 
Placement door and make sure they’re all in place. 

Now enter the Garden room and push the staircase so you can climb up and 
get the Crank, now go into the Courtyard from here. Pick up the plants and 
mix the red and the green ones together. Now kill the Hell Hounds before 
picking up more plants for you to combine. Go across to the gate and use 
the Crank to open the Dam. Take the ladder downwards and go to the Lift. 
Run past the next lot of Hell Hounds and go to the gate opposite to pick up 
and combine the plants there. Go to the Dormitory and push the Statue over 
the hole (where the plant grabs you). Now go to the Storage room and save 
your game after picking up some ammo and healing goods to keep you 
going. 



Leave all your inventory items there so you’re travelling light with just your 
weapons and ammo in tow. Go to the nearest Dormitory room killing the 
Zombies and picking up the red book. Now go to the Bathroom and drain the 
bath to get the ‘C Room’ key, exit and go past the Statue over the hole you 
moved earlier and enter the room with the wasps nest inside. Run quickly 
past the nest to gain the Dormitory key then exit back to the last Hallway 
and run to the room at the end (Room 002). Use the Dormitory key you got 
just now then throw it as you no longer need it. Push the book case to one 
side revealing a ladder leading down, use it to take you to some crates. Push 
them over the water space and run in to enter the Shark room. 

Run straight over to the Control room and enter before you can be attacked, 
push the level inside to drain the water then push the button to open the 
next door for you to use. Pick up all the ammo inside and also grab the 
Dormitory room key. Backtrack to the Storage room and fill up your 
inventory with vital supplies like ammo and healing goods, you’re going to 
need them desperately from now on (keep red book and Dormitory room key 
though)! Don’t forget to save your progress before you continue to the third 
Dormitory room that’s next to the one with the wasps nest in. 

Enter and kill the Zombie before picking up ammo for the Flame Thrower. 
Now swap the books for the red book there to open up another secret door. 
Try to kill the plant inside then let Barrie rescue you again in the next cut 
scene, run straight over to the fireplace and collect the key. Go back into the 
Mansion and kill the enemy that follows you in, go straight into the room on 
the left hand side and get the Doom Book 1. Now go to the Storage room 
next door and restock on ammo and healing goods, you’re really going to 
need them from now on! Save your progress then go upstairs and turn left to 
enter the Fireplace room at the very end of the corridor (then through the 
blue then red door) and go up to the piano and try to interact with it. Kill the 
Snake that attacks then look at the hole it created; Barrie now enters the 
scene. 

Push the button that’s on the grave, then wait for Barrie to come back and 
then get the password before continuing down (it would be wise to check 
that you have at least two spare slots in your inventory first, though). Take 
the ladder that leads under the grave and immediately kill the Zombies that 
attack. Now pick up the Shotgun ammo from the left side and go to the door 
down the hall. Continue on down the next hallway and run straight past the 
Zombies feasting on the body. Go into the Kitchen through the next door and 
run straight to the lift, taking it up. Go immediately to the Closet room to the 
right and pick up the battery and also grab the explosive rounds before 
returning directly to the room where you killed the Snake, by following your 
original path. 

From here, go back to the Storage room on the floor below and go to the 
chest. Make sure you have the Crank, Battery and all the weapons and 
ammo you can afford leaving two or three spaces still available. Save your 



progress before continuing to the Garden and the lift over past the Pond 
Use § it to take you down to the next lift which needs the Battery you picked 
up earlier Now go back to the Dam and use the Crank to dose it before 
returning to the lift that you just fitted the Battery in and take it down. Use 
the ladder to take you down once more (behind the Waterfall) and go 
through the door to the right to meet Barrie yet again. 

When he asks if he can accompany you, say "yes’, but let him through into 
the next room first so he kills the enemy inside. Now take control of the 
situation by running into the room behind to collect the ammo and the 
heanng goods (leave one space in your inventory). Now go in the room w th 
Enrico’s body and watch the cut sequence, then grab the other Crank. Exit 
the room and avoid the new enemies if you think you’re tight on time - 
can get away with it. Go into the first hallway to save your progress using 
the typewriter as always, then use the crank on the hole. Now go down the 
hallway straight past the door until you reach a large boulder - now is a 
good time to start running back! 

Get clear of the boulder then go to the door that’s by its obliterated remains, 
avoiding the enemies to save valuable time and ammo. Kill the Spider now 
and swipe open the next door with the knife and go to the left to the Storage 
room. Pick up healing goods and ammo and make sure you have the red 
book (or the Eagle Medallion if you’ve taken a peek already) and the 
hexagonal Crank before saving your game. Exit and run do ^n the hall to 
encounter another nasty boulder, don’t run from it but use the Crank to 
enter the door (you must use it three times for it to open). 


Get the next Medallion from the Doom Book 2 that’s in the next room, now 
go up the lift into the garden where you reach the fountain. Place the 
Medallion and pick up the nearby healing goods before going down the 
fountain and then down again in the next lift. Now use the next 'adder and 
enter another Storage room, use it if you think you need to it s no longer 
required unless you really need ammo, etc. Now go across to the next room 
after exiting and kill the attacking Zombies before taking the stairs down, 
where you should run to the left to enter the Computer room. Use the 
Computer by logging on with the name ‘JOHN’ and the password ADA so 
you can unlock the B2 door with another password: ‘MOLE’. 


Go back upstairs so you can enter the previously locked room and go 
straight to the panel and push it. Press the button to now get the Lab key 
and then go back down to the Lab so you can use it on relevant locked door. 
Run through to the Storage room and save your game after collecting 
healing goods and not much else. Now run out and go left so you can enter 
the next room past the lift, avoid the enemies on the ceiling so you can get 
onto the terminal quickly powering up the lift you just passed. Run to the 
Boiler room and go through the door there before running down to the right 
so you can reach the computers. Activate the lift from there and make your 
way as quickly as possible to the now operational lift, now you run into 



Barrie yet again so just relax for a moment and enjoy the cut scene. 

Start work on the attacking enemy as soon as the action begins again by 
keeping on your toes and never stopping while you attack. When it’s dead 
and you’ve used the lift to escape and continue towards the emergency lift 
killing the Zombies and other enemies as you go. Exit and use the Storage 
box to stock up on all the healing goods you can carry (making sure you still 
have one spare space), now run to the second lift battery and the radio 
sounds. Put the battery in the lift to get it working then take it up. As soon 
as you exit grab the Flare and use it straight away, you won’t be able to kill 
the final enemy until the helicopter arrives and drops the Rocket Launcher. 
Now with it in your possession you can kill it with a single shot, ending Jill’s 
adventure through Resident Evil. 

As long as you’ve beaten the three-hour limit you can restart the game after 
the end sequence and you have the Rocket Launcher in your inventory to 
use till your heart’s content! Congratulation on finishing the game; for the 
REAL challenge, try again with Chris. 


CHRIS 


Go straight up the hall where you meet the first Zombie feasting on Kenneth 
and return to the Main Hall quickly to get Jill’s Beretta and the ink ribbon 
from the typewriter. 

Go back to see Kenneth’s body again and pick up the two clips he’s 
concealing. Go once more to the Main Hall and take the Blue Double door to 
the right and get the map using the small stair ladder, get the second ink 
ribbon from the small room to the left but don’t forget to kill the Zombie 
there. Return to the main entrance and climb up the first staircase then up to 
the right. Take the door that’s above the Blue Double door at the far end to 
gain the small key, now go down the hall to where you find Forrest, so you 
can get the clip. Now go to the opposite side of the upper level (above the 
Dinning room) and kill the Zombies before pushing the statue over the edge. 

Get the Blue Jewel from the statue’s rubble in the Dining room below, then 
go back up to above the Dining room once more and take the door at the far 
end. Kill the three Zombies that attack and then go down the flight of stairs, 
avoid the Zombies here to save ammo and go to the room at the bottom to 
meet Rebecca and get the Sword key from the bed. Swap a few items so you 
can store your knife and Small Key but pick up some ammo before saving 
your progress. Leave and go to the end of the hall through the door (ignoring 
the stupid Zombies!). Immediately turn left an run to the end of the hallway 
take out the Zombies as you go. Go to the (small) Tiger room in the small 
hallway and use the Blue Jewel to receive the Wind Crest. Go to the small 
Bedroom to get some ammo and kill the Zombie in the closet, pick up the 
diary and the Shotgun ammo but remember to leave one free space in your 
inventory. 




Go through the door at the end of the hall and go left (up) and enter the 
Piano room that’s next to the Double doors. Push the case away from' the 
bookshelf to get the music sheet and try to use them on the piano. Rebecca 
makes another appearance and plays it for you. While she’s doing that, run 
to the Dining room and grab the Emblem from above the fireplace and save 
in the Main Hall then return to the Piano room again Use the secret door 
and grab the Gold Emblem and swap it with the Emblem you got from the 
Dining room. Now return once more to the Dining room and put the Gold 
Emblem where the first one was and get the Shield Key from the clock 
nearby. 

Go back now to the main entrance and through the Double Blue doors, go 
through the door on other side and (you can get rid of the Sword Key^°w)- 
Run to escape the attacking Hell Hounds until you get to the next door turn 
and kill them both so you can push the second chest to get the ammo. Now 
go to the Bathroom and drain the tub to get the Small Key and exit back to 
fhe hallway. Go to the end of the long hallway and enter through the Double 
doors to kill the two Zombies that attack there, carry on down the hall and 
enter the door on the left to the Picture Gallery. 

Solve the puzzle by flipping the switches by these paintings: New-Born^ 
Baby Infant, Young Boy, Young Man, Middle-Aged Man, Old Man. Flip the 
switch at the end to get the Star Crest and then exit quickly. Enter the door in 
the middle of the hallway (grey) and kill the Zombie, pick up the nearby 
healing goods and then enter the Storage room. Make sure you have the 
Crests with you before you check your health and ammo save and hen 
leave the room. Go to the hallway at the back and take the door at the end 
on the right to go to the side passageway. Put both of your Crests in place at 
the end of the passageway then go to the nearby Store room to save and 
pick up the chemicals. Go to the hall where you found the Tiger room and go 
to the end where you can enter the Green House. 


Use the chemicals with the pump to kill off the plant and get the Armour Key 
before exiting. Now enter the next door where you have to deal with a few 
Zombies. Take the first door on the right and pick up the broken Shotgun, 
use the Small Key on the desk for Shotgun ammo and you also find a clip 
nearby. Go back to the nearby Storage room if your inventory is a little 
packed so you have only the bare minimum with you then go back to where 
you got the broken Shotgun and enter the door opposite the double doors 
(to the Shotgun room). Swap the Shotgun on the wall for the broken one 
and exit right out to the Main Hallway (ground floor) once again. Enter the 
next door up from the Blue Double doors, go right down to the Mirror room 
avoiding any Zombies in your path. Pick up the ink ribbon and the healing 
goods if you can then go straight upstairs to carry out your next task. 

Go right at the fork on the stairs and enter the first door you come to at the 
top kill the two Zombies and enter the Green Double doors there. Move the 
statues over the holes in the floor to protect you then flip the switch to gain 



the Sun Crest. Go to the end of the hallway and enter the small Library room 
to get the book and exit out of the opposite door to encounter a further two 
Zombies. Enter the middle door and go to the Office room in the top left, 
look at the display, then hit the switch to drain the Aquarium. Move it to the 
right and then move the cabinet in the same direction to get the Shotgun 
ammo. Pick up the Will on the desk then make your way to the Bedroom at 
the other end of the next room where you can find the lighter. Grab the red 
herb and the Shotgun ammo while you’re there then exit to the hallway and 
go through the Blue door at the end. Use the lighter on the fireplace there to 
get the map of the 2nd floor, now exit and go down the stairs to visit the 
Store room once more. 

Use your healing goods and grab some more, as well as ammo for your guns 
then save your progress before returning back upstairs where you should 
return to the ‘U’ shaped hallway and proceed through the door you haven’t 
entered yet. Go down and look at Richard’s body to get the ammo then enter 
the next door to encounter the next Zombie. Go upstairs again and unlock 
the previously inaccessible door (but don’t enter) at which point you can get 
rid of the Shield Key. Go back down the stairs and go down the thin hallway, 
enter the room there use the lighter on the candles to see a secret door 
behind the case. Enter to reveal some Shotgun ammo and then exit again. 
Now return to the door you unlocked just now and enter to kill the Snake 
inside. Give it all you have to kill it then examine the hole it was in to gain 
the final Crest (Moon Crest). 

Try to exit and you faint from being poisoned - you come round again in the 
room where you met Rebecca. Make sure you have both of the Crests in your 
inventory and then go to where you put the first two and place them on. 
Make sure you only have ammo and weapons now on you and you’re health 
is fine. Enter the opened door and push the ladder stairs to the shelf, climb 
to the top and pick up the Crank, you also find another Small Key on one of 
the nearby barrels. Now go through the double doors and you’re attacked by 
three Hell Hounds; kill them all then go through the gate at the opposite end 
of the Courtyard. Go to the other side of the pool and use the Crank on the 
hole to drain the water and reveal a secret passage. Use it and run down to 
the lift to avoid the Snakes that attack, go down and get ready for yet more 
Hell Hounds. Once they’re taken care of, go through the gates and make 
your way quickly to the Guard House. Push the statue to cover the hole in 
the floor and then enter another Storage room (on the right). Stock up as 
usual but make sure you leave the Crank behind, save your progress then 
exit to go into the door opposite. 

Either kill or avoid the two Zombies inside and enter the first door to drain 
the bath to gain the key for the Control room. Look around the Bedroom to 
discover the red book. Small Key and the Shotgun ammo. Go back to the 
Store room and leave the red book for now, you’ll come back for it later. 
Return to where you moved the statue just now and enter the door, go down 
the hallway and go into the first door you see. Go down the left passageway 



and pass the wasps nest quickly so you can grab the Dormitory key (room 
002) now quickly leave and then enter room 002 down the passageway 
(you’can get rid of the key now). Find the healing goods behind the statue 
first though. Get the Dormitory map, report and plant 42 inside and push the 
cabinet to reveal a ladder going downwards, use it. 


Push the three boxes into the water to make some stepping stones for you 
to use to get to the double doors safely. Run away from the shark type thing 
and round to the Control room on the other side (get rid of the key). Flip the 
switch to drain all the water away and then hit the button to reveal the 
weapon storeroom. Go in and get the Dormitory key (room 003), the ammo 
and the Shotgun ammo, but make sure you’ve still got one free space in 
your inventory. Go across to the other room so you can fill that space with 
the Small Key that’s there and then go back out to the ladder and c imb back 
up again. Go to the Red Double doors back at the Guard House hall and 
enter, kill both of the huge hairy Spiders, make sure that if you get poisoned 
you can get the blue herb from the entrance to the Guard House to help you. 
When they’re dead, get the ink ribbon, ammo and examine the pool table. 

Go back to the Storage room and pick up the red book and stock up, go back 
to where you encountered the wasps nest and go through door 003 (don t 
forget to loose the key). 


Go into the Bathroom and kill the Zombie and pick up the ammo nearby, 
then open the desk using the Small Key and get the ink ribbon from inside 
before saving your progress by using the typewriter as always. Go up to the 
book case and swap the V-Jolt report with the red book to revea a secret 
door for you to use. Go through and you have to fight the plant (plant 42), 
don’t stand still or you get splashed by the acid. Make sure you can get the 
Helmet Key from the fireplace and then exit quickly to come to a cut 
sequence with Whesker. Go to the Storage room once more and stock up 
again and go back to the Mansion and kill the enemy before entering the 
first door on the right (using the Helmet Key). Use the switch by the desk to 
turn on the light then grab the ammo on the desk. Leave the Doom Book for 
now (keeping space in your inventory) and go to the Grey door and use it to 
go towards the Store room. Kill the enemy and read the note by the stairway, 
now enter the Store room and store the ammo you just picked up which can 
only be used with the Magnum Gun. 


Go back to where you met the enemy just now and use the Double door 
there, go down the hall to encounter another one of those enemies 
(Hunters) and take it out. Continue down to the end of the hallway and use 
the Wooden door, try and avoid the next two Spiders if you can to save time 
and ammo. Go to the Main Entrance hall from here (ground floor) and take 
the stairs up. Enter the room that’s directly above the Dining room where 
you should kill the two Hunters. Go through the door at the end to fight 
again, now go around the stairway and go into the first door on the left 
where you should grab the Shotgun ammo and the orders that are there. Flip 
the switch near the door and then examine the fireplace, push the ladder 



stairs so you can climb up and grab the Red Jewel then exit and go back 
down the stairs. 

Go to the Store room and save your progress, things are going to get a bit 
hectic from now on! To the end of the hallway towards the Tiger room and 
kill the two Hunters that attack, when they’re both dead use the Red Jewel in 
the Tiger room to gain the brilliant Cult Python gun. Retrace your steps past 
the Store room and make your way upstairs. Kill the Hunter and go to the 
room down the end of the hallway that has the fireplace in it. Kill the 
Zombies there and go next-door to unlock the door (using the Helmet Key 
which you can now discard). Go up to the piano and interact with it. Kill the 
attacking Snake then drop down the hole that it came from, push the 
gravestone to reveal a switch for you to hit. Once that is complete go down 
the ladder that’s revealed, kill the Zombies and get the Shotgun ammo and 
enter the door at the end. Run past the feasting Zombies and get the two 
green herbs nearby. Turn and kill the hungry Zombies once they attack then 
go through into the Kitchen where you should find yet another Small Key, 
grab it. Go to the right and kill the Zombie that’s lying on the floor by the lift, 
once it’s dead use the lift to take you up. 

Kill the Zombie that attacks as soon as you exit the lift and then go to the 
closet to get the Shotgun ammo. Leave the lift battery for now (even though 
you should have a space in your inventory for it) and head back towards the 
lift you just used pass it and grab the healing good on the floor and enter 
the Blue Double doors at the end. Use the Small Key on the desk in the 
corner to get some more Magnum rounds after killing the first Zombie, then 
move towards the door on the other side of the room and keep an eye on the 
Zombie by the bookcase (where you’ll find a scrap book). Enter the next 
door and go straight ahead and move the statue there out of the way so you 
can reach the next one that has the red switch on it. Hit it and a secret area 
will be lit up, push the statue towards it and a secret room will be revealed. 
Go in to collect the first Computer Disk (MO disk) then exit back to the 
previous room. Push the bookcase in the opposite direction to the Blue door 
and enter the next secret area where you will discover an ink ribbon and 
some ammo (if you have room for them). 

Take a look out of the window there then return to where you saw the lift 
battery and pick it up. Continue down the hallway and through the door to 
find red and green herbs, they’ll come in handy if you’re feeling a little 
unwell. Go back to the lift and take it up to the Kitchen again to watch the 
cut sequence, now kill the Zombies that attack. Go up to the first floor and 
past the Lift to unlock the Double doors there, kill the two Hunters if you can 
or just run to the Store room as quick as you can. Fiddle your inventory so 
you only have the Crank, lift battery, and your weapons and ammo on you, 
then save your progress and go back out to the passageway. In the outside 
passageway there is a Hunter right in your way, you can squeeze past him 
but you might take some damage so be careful. 



Go through the Courtyard and through the water path and past the nasty 
Snakes there. Use the battery on the lift to make it operational and go up. 

Go to the panel (near the pool) and use the Crank on it to stem the water 
supply, if you’re up to it you can go back to the Store room and get rid of the 
Crank now as you no longer need it. Go back to the Courtyard and down the 
ladder that’s hidden behind the Waterfall, go around the corner and save 
your progress using the typewriter that’s there. Now go back and use the 
door that’s opposite the ladder you just came down. Grab the Flame-thrower 
if you think you need it then go left and through the next door ahead. Grab 
the healing goods and ammo from the far side of the next room then go 
down the passageway to the next door. Enter to see the cut sequence 
containing Enrico, grab the ammo on his body (but make sure you still have 
one space left) then go out again to be jumped by two angry Hunters. 

Kill them quickly then use the healing goods you picked up to give you more 
space in your inventory. Pick up the new Crank ahead (hexagonal Crank) and 
prepare to fight two more Hunters ahead and go to where you saved at the 
typewriter earlier. Use the hexagonal Crank on the panel so you can go 
through to the next area. Go ahead until you see the huge boulder then run 
back out again fast! Go to where the boulder ended up and you should 
encounter yet another Hunter there (where do they all come from?). Go 
through the Double door and fight the huge Spider. When it’s dead you ve 
still got to deal with the baby ones so be careful. Use your knife (or even the 
Flame-Thrower) on the webbed door to get through and then enter the door 
to the left. This is a Storage room so heal your wounds and make sure you 
have the Flame-Thrower and the hexagonal Crank with you before you save 
and exit. 

Go down to the far end of the passageway (run to avoid the enemies) and 
put the Flame-Thrower back to get through the door ahead. Go up the 
passageway and use the hexagonal Crank three times on the panel to 
access the next area. You start another huge boulder tumbling down 
towards you so get into the small passageway to avoid it’s advances. You 
discover a map and another computer (MO) disk where the boulder was 
before you can go into the secret area and move the statue into the 
highlighted area. Use the hexagonal Crank again (twice) on the panel to 
affect the statue so you can move it again to gain the Doom Book 2. Go back 
to the Store room and get rid of the hexagonal Crank, make sure you have 
both Doom Books on you before you save and leave the room (with about 
three spare spaces in inventory). 

Go back to the other end of the passageway and go through the door. Go left 
and take the Lift up to the fountain and look at both of your Doom Books in 
your inventory. You’ll find they have the Eagle and Wolf Medallions inside 
which you should place on the fountain to reveal the stairs. Go down the 
fountain and down the following lift, go around the next corner and take the 
ladder there down once again. Use the Storage box there to top up on ammo 
and then go through the nearby door to battle with some Zombies. Take 



them out and get the computer (MO) disk from the desk next to the Double 
doors. Take the stairs down and go through the Double door there, now go 
through the first door you encounter. Hit the red switch to turn on the light 
and examine the researcher’s letter so you know how to log-in and the 
password for later. 

Push away the bookshelf and hit the blue switch to figure out the words on 
the painting (John, ADA Mole). Get the ammo from next to the sink and the 
blue herb while you’re there before you leave. Go back out of the Double 
door and enter the Lab room. Use the computer to unlock the B2 and B3 
doors then get the slides from off the floor and then go back upstairs. Go 
through the Double door straight ahead of you to go into the Conference 
Suite. Use the slides on the projector there and also acquire the Security 
System file. Open the nearby panel to hit the switch, now you’ve got the Lab 
key so go back down. 

Run to the door to the opposite corner of the stairs avoiding the Zombies 
there, use the Lab key to access the Lab room (you can get rid of the key 
now). Go ahead to the Store room and save your progress as you’re reaching 
the end of the game. Make sure you have the computer disk 1 with you 
before you exit and you’ve got all the ammo you can carry (making sure 
you’ve still got room in your inventory). Lave the room and enter the 
Operating room where you find some Shotgun rounds and a red herb. Move 
the boxes and the ladder stairs to reach the Air Duct. This will let you access 
the Morgue so go for it. Use your computer (MO) disk to get the passcode 2 
and pick up the ammo from this room too, now exit and kill the Zombies you 
avoided just now. 

Go back to the Store room and get stock up on healing goods and bring your 
computer disks with you. Check your map to see where the doors are in this 
area once you’ve left and head to the terminal opposite the door (in the 
corner) and activate the power. Go to the furthest door to enter the next area 
and get the passcode 3 from the terminal straight in front of you. Run 
through avoiding the Hunter things above you to get to the Main Generator. 
Use the terminal to the left and then run straight out again, you’ll have some 
Hunters to deal with now in both rooms ahead. Head back to the stairs and 
take the Double door, take the door in the middle of the next passageway 
and you find more Zombies for you to splatter over the walls. 

Pick up the fax from the wall and use your computer (MO) disk on the 
machine to get Passcode 1, now leave the room and run quickly to the end of 
the hallway. Use the passcode machine to enter your codes and go to the 
cell to try and see Jill. After discovering that the door is locked go back 
towards the Store room and go to the lift that’s at the end of the hallway so 
you meet with Rebecca. Use the lift to go up and you get some home truths 
regarding Whesker and his plan. Attack the enemy that you encounter and 
then use the terminal to unlock the door, use it and then go down in the lift. 
Go back to the cell which will now be unlocked and you’ll be able to save Jill, 



but watch out as there are Hunter things attacking from above! Go up the 
stairs avoiding all of the Zombies. Go up the ladder and through the 
emergency door, go down the passage to get the second lift battery and use 
it on the nearby lift. Go up and get the flare that’s right in front of you and 
use it immediately. Avoid the attacking Tyrant until the helicopter arrives and 
drops the Rocket Launcher, let him have it! 

Congratulations, you’ve cracked it again and hopefully you’ve done it within 
the three hour time limit. Take that Rocket Launcher for a spin around the 
Mansion and watch those enemies explode upon impact! 
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soviet stRike 


With the safety of millions of people hanging in the balance and cold war 
looking more likely every minute, you’re going to need all the help you can 
get. Strap yourself in and prepare for take- off with the only guide good 
enough to keep world peace. 

LeveL 1 - CRimea stRike 

i. RapaR 

Take out both of these early warning radar sites so you can enter hostile 
airspace undetected. Destroy the cannons and tanks before you target the 
radars. Communications in the valley will also be disabled, giving you an 
advantage over enemy vehicles. 


2 . aceNts 

Destroy the watchtowers at all four corners of this camp and then attack the 
enemies within. Use the chain-gun to destroy the buildings one by one, and 
winch up the Agents until all the buildings are levelled and your co-pilot Nick 
is safely aboard. 


5. aiRfieLp 

Pick off the tanks and gun turrets before going over the ice. Destroy all the 
planes in the buildings nearby. Fly slightly to the north and you find a 
landing pad, a building with a plough outside and some enemy troops. Pick 
off the enemies and land on the helicopter pad. Nick gets out and jumps into 
the plough. Follow him until you get to the POW camp and watch as he 
drives through the perimeter fence, destroying a tank and a watchtower in 
the process. 


4. POWS 

Nick now runs into a hut, at which point you get a video transmission. Kill 
the troops and level the watch towers left standing until Nick exits the hut in 
a snow plough. Leave him to do his thing and concentrate on picking up the 
POWs. As you can only carry six people aboard, you’re pleased to know 
there is a friendly LZ just to the north of the camp. Drop some POWs off then 
return for another load. Once this camp is secure go north to the second 
camp and repeat the process. There are 14 POWs to rescue in all. 

5. eX-kCB HQ 

There are some tough tanks and some cleverly placed gun turrets on the 
way here so take your time destroying all of them before you turn your 
attention to the KGB HQ itself. Once all the enemies are taken care of, level 
as many buildings as possible. Don’t worry about firepower, though, 
because there are plenty of pick-ups in the vicinity. When the KGB building 
finally hits the ground, men in red jumpers start to run from the area. You 










only need to pick up three of these fashion victims to complete the mission 
and reveal the location of the terrorist camp. 

6. teRRORISt 

Take out the power station at the north point of the camp first. Then fly 
around to the south of the camp to kill all the troops. There’s a drum of fuel 
behind one of the crates if you’re low. Turn your attention to the buildings 
and start blasting. Some have troops hidden inside and some have supplies. 
Level all the buildings before you start on the crates because they take a lot 
of fire power and they hold ZSU tanks! 

7. eavesPRop 

Take out all enemies on the outside edges of the HQ and then clear all the 
enemies within. Drop Nick off so he can plant the bomb and wait for him to 
return. Winch him up and return to your base in the west to complete Level 
One. 


T pvel. 2 - BLack sea 


1. RapaR 

Follow the coastline round to the nearest radar site. Take out the 
surrounding tanks first to be safe. If you head north-east and flatten the 
buildings, an extra life is there for the taking. Wait for the acting from Ahmad 
then take out the other radar to the west. 


2. pocks 

The easiest way to approach this part of the mission is to go in (guns 
blazing) one side of the dock and out the other side without stopping. This 
sweeping tactic is quick and painless as long as you keep moving. If all the 
targets aren’t destroyed in one sweep, just come back from the other side 
using the same motion until there’s nothing left. There are three docks in all 
to take care of, and the same tactic works for all of them. 


5. pickets 

The Picket ships are easy work using the Sidewinder missiles (they only take 
one hit) so get rid of the annoying ships that surround them first using your 
normal rockets. Destroying the Pickets disables the alert zone and enables 
you to go on to the next mission objective. 


4. caRRieR 

Disable the Kiev by knocking out the command tower and then concentrate 
on the surrounding helicopters. Try to use the jink controls so you circle 
them while still shooting to avoid as much enemy fire as possible. This is a 
tricky but valuable manoeuvre in general. 

5. missiLes 

There are four cargo ships in these three areas. One holds armour and 











another holds fuel, but the most important two ships hold ICBMs which is 
what this objective is all about. Take out the nasty gun turrets and then blow 
away the mid-sections to reveal lethal cargo. Winch them up and then simply 
drop them into the Black Sea. 


6. pestRoyeR 

It may look big, but the strategy is simple. Our only advice is to stock up on 
ammunition before you move in. The Destroyer itself doesn’t take much 
killing, but it’s the only chance you get to pick up weaponry before reaching 
Mission Objective Eight. 


7. suBmatuNes 

Time is of the essence here, so get ready to move fast! This is the point 
where the submarines are when you start this objective, but they move quite 
quickly south-west towards where the Destroyer was. Check your assets for 
any ammunition over water to the east, and winch them up. Drop these 
depth charges one by one onto all three of the submarines, but work fast 
before they go out of range. 


8. Rescue 

Your next target is the Kara 6. Start from one end of the ship and slowly blast 
your way to the top until it has more holes than a sieve. Watch out though 
for Ahmad splashing about in the water, he has to be winched up in order to 
complete this objective. 


9 . LaNDINC 

Use this small opportunity to stock up on weaponry and then make a dash 
for this shore line. Leave the hovercrafts for now and concentrate on the four 
tanks that come out of each. If any of the tanks make it out of range of the 
map screen, the mission fails so make sure you keep track of all of them. 
When they’re all taken care of, blow away the hovercrafts and return to base. 


LeveL i - caspaiN stRike 

1. Lt taNks 

From your start point, take out a couple of the tanks just to your left, but 
don’t loiter too long because you need to fly to shoot down the loose 
boulders on the hillside. This temporarily blocks the path of the oncoming 
LTs. Once you’ve done that, you get a message to go the north of the map to 
pick up Bessus. Do that and drop him off at the Observation Point (OP) next 
to your makeshift blockade. He then summons his troops to help defend the 
Power Plant (which is at the top-middle part of the map). 

2. mecH mf 

Pick off a few more LTs while you are waiting for your next transmission. If 
you fly to the front of the convoy, you can destroy the tanks that are 
shooting at the boulders. When you receive your next transmission, fly here 










and cause a landslide, then fly up to the north where the transmission 
directed and pick up Nimrud. Now take him to the OP near the blockade you 
have just created. He to calls his troops to help with the struggle. Pick off a 
few more tanks while you are waiting for your next message, but try not to 
put yourself in too much danger as you have other objectives that take 
priority. 


3 . Heavy taNks 

Fly to these boulders and shoot them down into the gully. Now check your 
assets for Delilah; she’s up in the far north-west corner of the map waiting 
for you to pick her up and take her to the last OP by the last blockade. She 
also calls on her troops to help in this epic struggle. All you have to do now 
is fly north to the Power Plant and pick off any tanks that have broken 
through your strategic defences. 


a . aRtiLLeRy 

Enemy forces decide to make an attack on Nimrud’s village, so stock up on 
vital ammo and fuel pickups and get down to this southerly point as quickly 
as possible. Blow them sky high before they can get to the village using the 
cleverly-placed fuel cylinders. Shoot the cylinders until they explode taking 
nearby enemies with them. This saves loads of ammo and makes this clean¬ 
up operation much easier. 


5. SCOUtS 

By now a small group of scouts have probably just about made their way to 
the power station. You should know the drill by now, so do the right thing 
and kick their behinds to a mushy pulp. These guys aren’t very tough, so this 
objective shouldn’t pose much of a threat to you. Just make sure the Power 
Plant stays intact, that’s all that’s important in this mission. 

6 . eLite 

Look for the starting point of Savak’s Elite Guard Mobile AA Formation - they 
are heading straight towards the Power Plant and they mean business, 
Soviet style! Get straight to work on them before they get to work on the 
plant. Nimrud and Delilah may have a few tanks left to help you out, so work 
with them to deck the lot of Savak’s Elite Guard Formation. 

7. eNemy hq 

You’re going to need loads of ammo for this last objective, so pick up what’s 
left and make your way to Savak’s HQ here. Kill everything that comes in 
your path and when the coast is clear nip down to the camp site in the 
south. Blow away all the tents and watch for a little jeep that will pop out of 
one of them. Shoot first and think later because that’s Savak himself trying 
to escape. Be careful that he doesn’t drive off the edge of the playing area 
because the mission ends as a failure and you have to start again! If you do 
manage to force a well placed rocket down his throat, the mission is 
completed. 








LeveL 4 - DRacuLa stRike 


1. aceNts 

You start this with mission with your LZ under attack from carriers and 
tanks. Hit them hard and fast before they overrun your base. Your next 
target is the sanatorium which lies east of your position across the river. 

Your mission is to rescue Agent Ivan, but before you attack the sanatorium, 
fly to the front of the building where you find a radar site which is protecting 
the area. Flatten the radar site then fly south until you reach the windmill, 
then destroy the windmill to discover the Super Winch. Now fly back north to 
the sanatorium. Agent Ivan is dressed in black and hidden in the east of the 
sanatorium. Don’t make the mistake of picking up six scientists and finding 
there is no room for Ivan; failing to save Ivan gets you recalled to base. 

2. miNes 

When you have picked up Ivan and five scientists, head west past the LZ you 
started from. You should come to a field with a big circle in the middle; this 
is the mines. Whatever you do, don’t land your chopper just yet - search and 
destroy any enemy vehicles in the surrounding area, then only when you’re 
happy that the area is clear, land and drop off the scientists. Now go back to 
the sanatorium and pick up more scientists to transport to the mines. Take 
care that no more than one or two perish, because you need 11 to complete 
the mission. 


5. ReactOR 

This is the Power Station - everything must be cleared from this area to 
disable the alert zone protecting the reactor. Now fly east to the big 
building. Don’t waste your weapons trying to blow it up, you only need to 
shoot the dome at the top of the building. 

4. aiRLift 

Drop off Ivan. He runs into the big building. Four tanks appear; give them a 
Hellfire greeting each and then pick up Ivan when he reappears from the 
building. Once Ivan is safely back inside, hover over the top of the building, 
above the dome and winch up the reactor core. With the reactor core in tow, 
fly back to this location (the salt mines) where the scientists have been busy 
digging. The idea is for the core to be dropped at this specially-prepared 
new LZ. 


5. tomaHawks 

You receive instructions to go where the Tomahawks are waiting. First you 
must destroy the radar site which is at the end of the airfield on the other 
side of the river. With this done, sweep the area flattening all the turrets and 
tanks you come across. Now drop Ivan off again; he runs over to a crate 
which he breaks open before running back to the chopper. Hover over the 
newly-opened crate to pick up the laser designator. Go back to the salt 
mines and drop the busy Ivan there. Things start to get pretty hectic now 









because you have two minutes to airlift seven scientists and Ivan to safety 
or they all perish. First take a load of scientists to the LZ to the far west, then 
go back for Ivan and the remaining boffins and head south. 

6. aHmap 

This LZ is surrounded by dozens of tanks. Drop Ahmad off and he clambers 
into his tank and start blowing seven shades out of the enemy tanks. Using 
your map, blast all the tanks in the area until you get a message from 
Ahmad saying that he can’t hold out much longer. 

7. moNSteRS 

After you’ve helped him out, a second wave of tanks launch a huge attack. 
They must be stopped otherwise they destroy the Power Plant, ending your 
mission. 

8. SCUDS 

HQ sends a message that a scud commander is in the this area. Try to take 
him alive and he gives the exact location of each scud site, otherwise it’s 
guesswork. Destroy all the enemies surrounding the sites and then take a 
look at the L-shaped buildings. Shooting some these exposes launchers; 
you must destroy at least three of the missiles before they take off. 

9- UN 

Ahmed is in trouble; he’s being held with his UN Troops at this location. 
Destroy all the rocket launchers surrounding them, then pick Ahmed up (he’s 
the one in black) and as many troops as you can. Drop them at the LZ to the 
west then go back for the others. 


io. viLa 

Here you come across Vila and her army, who have formed a convoy which is 
heading for the Salt Mines. Attack the convoy from behind, seeking out the 
radar tank which must be destroyed as quickly as possible to bring down the 
alert zone. Leave the Vila’s tank with an orange turret alone, as you only 
waste ammo. Vila’s orange-turreted tank drives into a graveyard which has a 
obelisk in the middle. Concentrate your fire on the obelisk until the top 
collapses onto Vila’s tank, destroying it and killing her. 

LeveL 5 - kRemLiN stRike 

l, officials 

On the way to this location you receive a message from Andrea, informing 
you that she needs rescuing. Destroy all the ZSUs and tanks from in area 
and Andrea emerges from a building. Pick her up then go to the buildings to 
the far-left and try to rescue the agents. This area is crawling with tanks 
which in themselves represent an alert zone. Once these are cleared, drop 
Andrea, who blows the doors of the building to release the agents. You’re 
now attacked so concentrate your fire on the incoming troops and tanks as 










you pick up the agents. With this done, drop everybody off at the LZ which is 
close by. 


2. BOmBS 

I hope you packed your rocket pants, because this mission requires some 
nifty flying and gazelle-like reflexes. Once you fly off from the first rescue 
mission, you discover Yeltsin is still missing. You have to find him, but before 
you do, just to add to the confusion, some bomb trucks are on the way to 
blow up the bridge. First destroy the truck nearest the top of the screen and 
then gun your way downwards through the other kamikaze trucks. If one 
makes it through, it’s back to base for a roasting! 

kRemLiN 

A group of missile carriers are trying to blast through the wall at the Kremlin 
in an attempt too get to poor old Boris. Stop them reaching the wall, 
preferably with some sidewinders. Making good use of the ammo that lies in 
the Kremlin’s grounds, attack the gathering force of missile launchers on the 
eastern side of the Kremlin. Now dispose of the four turrets on the other 
side. Three enemy choppers arrive from a north-easterly direction. Make 
sure you gun down the largest helicopter first, otherwise it lands and drop 
off troops who close in on Yeltsin. After dealing with the other two choppers 
take time to restock. 


4. veLtsiN 

A LZ appeared where you should drop Andrea off. She runs into the Kremlin 
to beg Yeltsin to come out and make a break for it. Once they emerge 
outside, the limo they were going to escape in is blown up. Boris then panics 
and runs of to a secretly-hidden car. Destroy the troops and tanks that are in 
the car’s path and then concentrate your fire on the big cannon which blows 
a hole in the wall for Andrea and Yeltsin to escape through. Now things 
really start hotting up. You have to escort the car through the streets of 
Moscow, blowing up tanks and any obstructions that get in the car’s path. 
Ironically, Yeltsin and Andrea end up going into a drive-thru burger bar 
where two cars are blocking the cars path and need to be destroyed. 

5. aiRLiNeR 

While you’re blowing the cars up, more tanks close in on the car. Also, you 
receive a message telling you the airport is under attack; ignore this and 
protect the car at all costs. Yeltsin and Andrea eventually make it to a 
waiting plane. The airstrip is flanked by tanks and troops which have to be 
destroyed, along with the other stormtroopers which come from within the 
plane. Once the Area is secured Yeltsin boards the plane and you should 
pick up Andrea. 


6. moB boss 

At this location, the Mob HQ can be found. The building is surrounded with 
gunmen who should be given a chain-gun shower. Quickly deal with the gun 
emplacements before blasting a hole in the building. A figure emerges and 








runs to a waiting speedboat. Throw everything you’ve got at the speedboat 
because if it disappears off the map he’s escaped and the mission s over. 
When the speedboat has been blown up, capture the driver who gives you 
the location of the KGB agent. 


7 . kCB BOSS 

Fly to the KGB agents building which is protected by a ridiculous amount of 
tanks In the middle of them is a large power conduit; if you can take it out 
the alert zone are dropped, making life a bit easier. Keep plugging away until 
all the tanks have been totalled, then blast a hole in the building and wait 
for the KGB agent to emerge. He’s very elusive and does a I he can to evade 
capture, so be patient. Once captured, the stubborn git reftjses toi talk.Take 
him and drop him into the bear pit where he soils his pants and spills the 
beans, revealing the location of Shadowman. 

8. SHaDOwmaN 

Go to Lenin’s tomb, where you have to clear the"entire area of enemies. In a 
last desperate bid to wreak havoc, Shadowman attempts to launch some 
lethal rockets of destruction, which you have to destroy before they take off. 
Now blow up the tomb before winching a coffin out of it. This gives you 
location of Shadowman’s whereabouts. Finally you have to rescue a pilot 
from the biplane before shooting the plane out of the sky, killing the 
Shadowman and saving the world. 
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tekkeN 


Are you King of the Iron Fist? With Tekken 3 selling by the truckload, the first 
two games are sure to enjoy a renaissance, especially as they’re on 
Platinum. Some of these moves require precise timing before they work - 
keep trying. Button presses separated by commas are input one after 
another. Where button presses are separated by a V, if it’s a D-Pad button, 
hold it as you press the punch or kick button. Punch and kick buttons 
separated by a V are usually pressed at the same time. If a move starts with 
a downward D-Pad press, try starting it from a crouching position. 


Left Punch: 
Right Punch: 
Left Kick: 

Right Kick: 

Low Punch: 
Weak Uppercut: 
Low Kick: 

Rising Kick: 


ceNeRaL moves 

Basic attacks 

LP 

RP 

LK 

RK 

4 +LPor RP 
+ +LPorRP 
♦+LK or RK 
f+LK or RK 


aeRiaL attacks 

In all cases, * or * can be substituted for i 


Jump High: 
jump Low: 

High jumping Punch: 
High jumping Kick: 

Low jumping Left Punch: 
Low Jumping Kick: 

High Power Sweep: 

High Power Punch: 


tap i 
i+ LPor RP 
f +LK or RK 
tap i +LP or RP 
tap f+LKorRK 
i , (as you land) LK 
f, (as you land) LP 


Dash Forward: 
Dash Backward: 
Run & Tackle: 

Run Diving Attack: 
Run Slide Attack: 


Run Kick Attack: 


runninc attacks 


(any D-Pad to stop) 

■+, LP+RP 

■*, rk (Not available to Jack, P 

Jack, Yoshimitsu, Kunimitsu, Kuma, King, 
Armor King, or Ganryu) 

LK (Not available to Jack, P Jack, 
Kuma or Ganryu) 
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RecoveRV attacks 

Perform these moves after falling. Not all characters can perform every move 
listed here. 

LP+RP 

4 -, ■*+LP+RP 
■►+LP+RP 
■►+LP+RP 
◄-+LK+RK 
◄-+LK+RK 
tap repeatedly 
tap repeatedly 
tap ♦ repeatedly 
i +RP 

♦ +RP (hold both buttons to extend move) 


Arm Swing: 

Back Roll and Forward Attack: 
Forward Diving Roll: 

Forward Roll, Arm Swing: 

Kick Up Attack: 

Kick Up Attack: 

Roll Backward: 

Roll Forward: 

Straight Up: 

Low Pounce: 

High Pounce: 


kazuva misHima 


Double Kick hold: 
Fleadbutt: 

Hip Toss: 


tHROWS 

LP+LK 

«*, ■►+LP+RP 
RP+RK 


Axe Kicks: 

Double Axe Kick: 

Double Foot Sweep: 

Double jab. Power Punch: 

Double Punch Spinning Backhand: 
Double Punch: 

Double Walking Uppercut: 

Dragon Punch: 

Foot Sweep: 
jump Kick: 

jumping Roundhouse/Foot Sweep: 
Lunging Uppercut: 

Punch, Spinning Backhand: 
Somersault: 

Spinning Backhand: 


moves 

-*+LK or ■►, RK {both stun} 
+, release f, RK, RKfstuns} 

F, D, DF+RK, RK 
LP, LP, RP 
LP, RP, RP 
LP, RP 
*+LP,RP 
+, %+LP 
F, D, DF+RK 
■*, ■►, ++LK 
tap RK, RK 
f, * RP 
RP, RP 
*+RK, LK 
-►+RP 


Hard Pounce 

Hopback Punch - \ f *+RP+RK 


10-Attack String 

hold ■►+RP, LP, RP, RP, LK, RK, RK, LP, RP, LP 
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pauL pHoeNix 


Shoulder Throw: 
T-Flip: 

Rollback Toss: 
Forearm Smash: 


tHROWS 

LP+LK 

RP+RK 

4 -+LP+LK 

^>+LP+RP 


moves 

Double jump Kick: tapt+LK, RK 

Elbow Rush: 4 ,-*+RP 

Foot Sweep/Elbow Rush: 4 +RK, RP 

Foot Sweep: 4 - +LK or RK 

Forward Flip: ++RK {stuns} 

Ground Punch: 4 +RP 

Hammer Fist/Power Punch: 4 +LP, ++RP 

Hammer Fist: 4 +LP{stuns} 

Lunging Double Jump Kick/Roundhouse: ■*, -►+LK, RK, RK 

Lunging Double Jump Kick/Sweep: ■*, -*+LK, hold 4 +RK, RK 

Lunging Double Jump Kick: ■*,++LK, RK 

Lunging Jump Kick: ■►+LK 

Power Punch: 4 V*^+RP 

Punch, Sweep: RP, 4 +LK 

Punch/High Kick: RP, LK 


10-Attack String 

LP, RP, LK, RP, LP, RP, LP, RK, RP, LP 


maRSHaLL Law 

tHROWS 


Death From Above: 
Face Smash: 

Knee Bash: 


Punch/Backhand: 
Punch/Elbow/Backhand: 
Punch/Punch/Elbow,/Backhand: 
Triple Head Kick: 

Jump Kick: 

Flipkick: 

Power Flipkick: 

Lightning Flipkick: 

High Kick/Lightning Flipkick: 
Triple Roundhouse: 


LP+LK 

RP+RK 

++LK+RK 

moves 

RP, RP 

hold -►+RP, RP, RP 
hold «*+LP, RP, RP, RP 
LK, LK, LK 

*>+LK {stuns if blocked} 
4 , 4 + RK 
4 , 4 +LK+RK 
4 ,tap 4 +RK 
RK, 4 +LK 
RK, LK, RK 









Low Kick/Triple High Kick: 

Low Kick/Head Kick/Body Kick: 

Unblockable Attack 
Dashing Fist: 


f +LK, LK, LK, LK 
f+LK, hold ++LK, LK 

*+LP+RP (tap i , i to abort) 


10-Attack String: tap *+LP, RP, RP, LP, LK, LK, LK, RK, LK, RK 


NiNa wiLLiams 


Arm Throw: 

Elbow Strike: 
Handstand Toss: 
Reverse Toss: 

Chin Bash: 

Leg Scissors Arm Snap: 
Sidestep Arm Snap: 
Falling Arm Snap: 

Double Arm Snap: 


tHROWS 

LP+LK 
V %+LP 
■►+LP+LK 
RP+RK 

^, ■►+LP+RP 

LK, RK, LK, LP+RP (use During Chin Bash) 
LP, LK, RP, LP (use During Chin Bash) 

RP, LP, LK, RK, LP+RP (use During Sidestep 
Arm Snap) 

LK, LP, RK, LP+RP, LP+RP (use During 
Sidestep Arm Snap) 


5 Punch Combo: 

Chi Release: 

Double Punch/ High Kick: 

Double Punch/ Low Sweep: 
Double Punch/Roundhouse: 

Flip Tumble: 

Flying Kick: 

Hop Kick/Low Sweep/High Kick: 
Kick/Punch/Kick: 
Kick/Punch/Roundhouse: 
Kick/Spinning Chop/Double Punch 
Mid Kick/Punch/High Kick: 

Mid Kick/Punch/Low Sweep: 

Mid Kick/Punch/Punch: 

Mid Kick/Punch/Roundhouse: 
Mid Kick/Punch: 

Mid Kick/Roundhouse: 

Mid Kick/Spinning Chop: 
Punch/High Kick: 

Punch/Low Sweep: 
Punch/Roundhouse 
Triple Kick/Punch: 

Triple Kick/Roundhouse: 


moves 
LP, RP, LP, RP, LP 
-►+LP+RP 
LP, RP, LK 
LP, RP, * +LK 
LP, RP, RK 

-► + RK {stuns} 
++LK 
*+RK, LK, RK 
*+LK, RP, LK 
%+LK, RP, RK 
: %+LK, LP, RP, RP 
*+LK,RP,LK 
*+LK, RP,D + LK 
*+LK,RP,LP 
%+LK, RP, RK 
M+LK,RP 
*+LK,RK 
*+LK, LP 
RP, LK 
RP, ♦ +LK 
RP, RK 

*+LK, LK, LK, RP 
*+LK, LK, LK, RK 






Triple Kick/Spinning Chop: 
Triple Kick: 


V+LK, LK, LK, LP 
*+LK, LK, LK 


Unblockable Attack 

Crane Chop: *, LP+RP (tap ♦, 4 to abort) 

10 -Attack String 

LP, RP, LP, RP, LK, LK, RP, LP, RP, RP 


Backbreaker: 

Blanket: 

Lifter: 

Piledriver: 


jack 

tHROWS 

4 *<4-+RP 

LP+LK 

RP+RK 

*, -*+LPor 4 *-*+LP 


Cop a Squat: 

Crouch Double Slap/Uppercut: 
Double Hammer: 

Double Slap/Hammer: 

Double Slap: 

Double Uppercut: 

Mega Crouch Combo: 

Power Punch: 

Punch/Elbow Rush: 

Reverse Hammer/Double Hammer: 
Reverse Hammer: 

Sandwich Clap: 

Sitting Punches: 

Triple Drill Punch/Power Punch: 
Triple Drill Punch/Uppercut: 

Triple Drill Punch: 

Triple Uppercut: 

Triple Windmill Punch: 


moves 

4+LK+RK 

hold 4+LP, LP, LP 

V+LP+RP 

LP, LP, LP 

LP, LP 

*+LP, RP 

4 + LP, LP, LP, RP, LP, RP 

◄•*4 *+RP 

RP, LP 

4, ◄-+LP+RP, LP+RP 
4, ++LP+RP 
«*+LP+RP 

LP, RP, LP, RP (maximum of four) 
*+LP,LP, LP, <«-*4*+RP 
*+LP, LP, LP, RP (timed) 

*+LP, LP, LP 
*+LP, RP, LP 
4, -►+LP, RP, LP 


Unblockable Attack 

Bolo Punch: Rotate D-Pad anti-clockwise five times, 

then tap LP. Punch is only unblockable if D-Pad is successfully rotated five 
times, though each wind-up increases its power. 


Hard Pounce 

Cannonball: * +LK+RK (follow with sitting punches) 


10 -Attack String 

4 +RP, LP, LP, LP, RP, LP, RP, LP, LP+RP, LP+RP 






DDT: 

Hopping Piledriver: 
Knee Bash: 
Piledriver: 

Scissor Flip: 

Suplex: 

Whirlwind Toss: 


klN£ 

tHROWS 
tap *, *+LP+RP 
*++LP+RP 
LP+LK 

+ *-*+LP 

tap V+LK+RK 
RP+RK 

it, «*+LP 


Big Boot: 

Bunch ‘o’ Punches: 
Crouching Uppercut: 
Double Punch/Uppercut: 
Double Punch/Uppercut: 
Drop Kick: 

Forward Dive: 

Hammer Elbow: 

High Uppercut: 
jumping Hammer: 

Kidney Punch: 

Low Uppercut: 

Spinning Drop Kick/Dive: 
Spinning Drop Kick: 

Triple Slide Kick: 


moves 

++RK 

LP, RP, LP, LP, RP 
*, ++RP 
LP, RP, LP 
LP, RP, LP 

++LK+RK (stuns if blocked) 

++LP+RP 
V LP {stuns} 

■►+RP 

*+LP+RP 

tapVRP 

RP (can use if foe is on the ground) 
■►+LK+RK, LP+RP 
*►, ■►+LK+RK (stuns if blocked) 
*+RK, RK, RK{stuns} 


Hard Pounce 

Elbow Drop: *+RP+RK 

Knee Drop: *+LK+RK 

10 -Attack String 

LP, RP, LP, LP, RP, RK, RK, RK, RK, LP, LK 


vosHimitsu 

tHROWS 

Flying 69 Slam: LP+LK 

Trip Smash: RP+RK 

moves 

Forward Cartwheel/Diving Corkscrew: ■*, hold ■►+LK+RK, LP+RP 

Forward Cartwheel: ++LK+RK 

Kick/Double Roundhouse: RK, RK, RK 

Knee Rush: "► +RK 
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Roundhouse/Mid Kick: LK, RK 

Tornado Spin: ++LP, repeat LP to continue move - do it 

five times and you get dizzy 

Tornado Sweep: hold *+LK, repeat LKto continue move - 

do it five times and you get dizzy 
Twist Hit: ++RP 


Unblockable Attack 

Sword Slash: *+LP 

Sword Skewer: ++ LP 


Hard Pounce 

Hopback Stomp: *+LK+RK 

10 -Attack String 

LP, RP, LP, RK, RK, RK, RK, LP, LP, LP 


miCHeLLecHaN 


Bridge Slammer: 
Hook Slammer: 
Reverse Checklift: 
Sky Uppercut: 


tHROWS 

LP+LK 

RP+RK 

RP, ++LP+RP (first punch must connect) 
*+RP, LP (first punch must connect) 


5 Punch Attack: 

Double-Fisted Body Blow: 

High Kick/Sweep Kick/High Kick: 
High Kick/Sweep Kick/Low Kick: 
High Kick/Sweep Kick/Uppercut: 
Power Vertical Kick: 

Roundhouse: 

Sleep Sweep/Flying Kick: 

Sleep Sweep: 

Sweep Kick/High Kick: 

Sweep Kick/Low Kick: 

Sweep Kick/Uppercut: 

Sweep Kick: 

Uppercut/Hammer/Uppercut: 
Uppercut: 

Vertical Kick: 


moves 

RP, LP, LP, LP, RP 

++LP+RP (stuns if blocked) 
-►+RK, *+RK, RK 
■►+RK, hold 4+RK, RK 
■►+RK, ++RK, LP 
f, RK 
♦ ,LK 
VRK, LK 
V RK 
4+RK, RK 
hold 4+RK, RK 
f+, RK, LP 
4+LK 

J, RP, LP, LP 
f ,RP 
\+lK 


Unblockable Attack 

Running Uppercut: *■, (hold until she raises her leg) 

tap LP 






Hard Pounce 
Hopback Stomp: 


*+LK+RK 


10 -Attack String 

RP, LP, LP, RP, LK, LK, LK, RK, RK, LP 


Lee chow LaNC (Basep on Law) 


Neck Takedown: (LP+LK) 

Face Smash: (RP+RK) 

Knee Bash: F, F(hold) + (LK+RK) 


tHROWS 


moves 
►+LK 


Axe Kick: 

Backflip: 

Double Axe Kick: f» LK > LK 

Double jump Kick/Roundhouse: LK, RK, RK 

Double Jump Kick/Sweep: LK, hold + +RK, RK 

Double Kick/Roundhouse/High Kick: + +RK, RK, LK, RK 

Double Kick/Roundhouse: ♦ +RK, RK, LK 

Double Punch/Double Backhand: hold ++LP, RP, RP, RP 
Double Punch/Elbow/Backhand: hold -►+LP, RP, RP, RP 
Double Punch/Elbow: hold -*+LP, RP, RP 

Double Punch: LP, RP 

Flipkick: f, K t *+RK 

High Kick/Lightning Flipkick: RK, i +LK 

High Kick/Roundhouse/High Kick: RK, LK, RK 


High Kick/Roundhouse: 

Jump Kick: 

Lightning Flip: 

Lightning Flipkick: 

Low Kick/Head Kick/Body Kick: 
Low Kick/Triple High kick: 
Low/High Kick: 

Power Flipkick: 
Punch/Backhand: 

Spinning Slide: 

Triple Head Kick: 

Triple Low/Mid Kick: 

Uppercut/Punch/Backhand: 

Multikick: 

High Attack: 

Mid Attack: 

Low Attack: 


RK, LK 

-*+LK {stuns if blocked} 

f, * ♦ *+RK 

♦ +LK, hold -*+LK, LK 

♦ +LK, LK, LK, LK 

♦ +RK, RK 

♦, \ f *+LK+RK 
RP, RP 

LK+RK 
LK, LK, LK 
4 +RK, RK, RK, RK 
*+LP, RP, RP 

f, LK, LK, tap ♦, LK (continue tapping LK 
to extend move) 

During Multikick, hold t 
During Multikick, hold 
During Multikick, hold f 








Unblockable Attack 

Dashing Fist: *+LP+RP(tap t, t to abort) 


10-Attack String 

tap \+LP, RP, RP, LP, LK, LK, LK, RK, LK, RK 

kuma (Basep on Tack) 


Bear Hug: 

Blanket: 

Headbutt: 

tHROWS 

RP+RK (won’t work in mirror match) 

LP+LK 

-►+RP+RK 

Cop a Squat: 

Double Hammer: 

Double Slap/Hammer: 

Double Uppercut: 

Low Double Slap/Hammer: 
Mega Crouch Combo: 

Power Punch: 

moves 
f +LK+RK 

V+LP+RP 

LP, LP, LP 
hold *+LP,RP 
hold 4 +LP, LP, LP 

J+LP, LP, LP, RP, LP, RP 
◄-* f \+RP 


Punch/Elbow Rush: RP, LP 

Reverse Hammer/Double Hammer: f, ◄-+LP+RP, LP+RP 

Reverse Hammer: ♦, ◄-+LP+RP 


Sandwich Clap: 

Sitting Punches: 
sitting) 

Triple Uppercut: 

Triple Windmill Punch: 

, -►+LP+RP 

LP, RP, LP, RP (Maximum of four, while 

hold *+LP,RK, LP 
f ,-^+LP, RP, LP 

Hard Pounce 

Cannonball: 

/f+LK+RK 


10-Attack String: 

f +RP, LP, LP, LP, RP, LP, RP, LP, LP+RP, LP+RP 

waN£ pN Lei (Basep on micHeLLe) 


Backlash: 

Reverse Check: 

Sky Uppercut: 

Spin Toss: 

5 Punch Attack: 

tHROWS 

RP+RK {stuns} 

RP, +, LP+RP (first punch must connect) 
*+RP, LP (first punch must connect) 
LP+LK 

moves 

RP, LP, LP, LP, RP 


5 Punch Attack: 










Bowler Smash: 

Chi Release: 

Hammer: 

High Kick/Sweep Kick/High Kick: 
High Kick/Sweep Kick/Low Kick: 
High Kick/Sweep Kick/Uppercut: 
Jumping Foot Dive: 

Palm Rush: 

Power Vertical Kick: 

Punch/Hammer/Uppercut: 

Punch/Hammer: 

Sleep Sweep/Flying Kick: 

Sleep Sweep: 

Strong Uppercut: 

Sweep Kick/High Kick: 

Sweep Kick/Low Kick: 

Sweep Kick/Uppercut: 

Sweeping Kick: 
Uppercut/Hammer/Uppercut: 
Vertical Kick: 


*+LP+RP 

^+LP+RP 

*+LP 

-►+RK, + +RK, RK 
-*+RK, hold + +RK, RK 
-►+RK, + +RK, LP 

■►, LK (at a distance) 

-►+RP 
J, RK 
RP, LP, LP 
RP, LP 
VRK, LK 
VRK 
f ,RP 
+ +RK, RK 

hold J+RK, RK (holding D) 

♦ +RK, LP 

*+RK 

f ,RP, LP, LP 
tap %, LK 


10-Attack String 

RP, LP, LP, RP, LK, LK, LK, LK, RK, RK, LP 


Hard Pounce 

Hopback Stomp: *+LK+RK 


aNNa wiLLiams 
(Basep on NiNa wiLLiams) 


Arm Throw: 

Elbow Strike: 
Handstand Toss: 
Reverse Toss 
Chin Bash: 

Leg Scissors Arm Snap 
Sidestep Arm Snap 
Falling Arm Snap 
Arm Snap) 

Double Arm Snap 
Sidestep Arm Snap) 


tHROWS 

LP+LK 
V \+LP 
-►+LP+LK 
RP+RK 

f * -►+LP+RP 

LK, RK, LK, LP+RP (use during Chin Bash) 
LP, LK, RP, LP (use during Chin Bash) 

RP, LP, LK, RK, LP+RP (Use during Sidestep 

LK, LP, RK, LP+RP, LP+RP (Use during 


5 Punch Combo: 
Chi Release: 


moves 
LP, RP, LP, RP, LP 
■*, -*+LP+RP 








Double Punch/ High Kick: 

Double Punch/Roundhouse: 

Flip Tumble: 

Flipkick: 

Flying Kick: 

Hand Sweep: 

Hop Kick/Low Sweep/Kick: 
Kick/Punch/Kick: 
Kick/Punch/Roundhouse: 
Kick/Spinning Chop/Double Punch: 
Knife Strike: 

Lightning Flipkick: 

Mid Kick/Punch/High Kick: 

Mid Kick/Punch/Low Sweep: 

Mid Kick/Punch/Punch: 

Mid Kick/Punch/Roundhouse: 
Mid Kick/Punch: 

Mid Kick/Roundhouse: 

Mid Kick/Spinning Chop: 
Punch/Roundhouse: 

Side Knife Strike: 

Triple Kick/Punch: 

Triple Kick/Roundhouse: 

Triple Kick/Spinning Chop: 

Triple Kick: 

Triple Slap: 

Unblockable Attack 
Crane Chop: 

10-Attack String 

LP, RP, LP, RP, LK, LK, RP, LP, RP, 


LP, RP, LK 
LP, RP, RK 

++RK {stuns} 

♦ , *+RK 

«*, ■►, -►+LK {stuns if blocked} 
*+RP 

*+RK, LK, RK 
\+LK, RP, LK 
*+LK,RP, RK 
*+LK, LP, RP, RP 
*,++LP 

+ RK 

V+LK, RP, LK 
*+LK,RP, 4 +LK 
*+LK,RP, LP 
\+LK, RP, RK 
M+LK.RP 
\+LK, RK 
*+LK, LP 
RP, RK 

♦ , ++RP 
*+LK, LK, LK, RP 
%+LK, LK, LK, RK 
*+LK, LK, LK, LP 
*+LK, LK, LK 
4 -+LP, LP, LP 


DB, LP+RP (tap t, t to abort) 


p. lack: (Basep on Tack) 

tHROWS 

Blanket: LP+LK 

One Arm Lifter: RP+RK 


moves 

Cop a Squat: f+LK+RK 

Double Hammer: V+LP+RP 

Double Slap/Hammer: LP, LP, LP 

Double Slap: LP, LP 

Double Uppercut: hold *+LP, RP 

Lightning Hammer/Power Punch: 4 -+LP, -*+RP 
Lightning Hammer/Power Punch: 4 +LP, ■►+RP 







Lightning Hammer: 

Low Double Slap/Uppercut: 
Mega Crouch Combo: 

Power Punch: 

Punch/Elbow Rush: 


4 +LP 

4 +LP, LP, LP 

Crouch+LP, LP, LP, RP, LP, RP 

◄- * 4 *+RP 

RP, LP 


Reverse Hammer/Double Hammer: 4 , <#-+LP+RP, LP+RP 


Reverse Hammer: 

Sandwich Clap: 

Sitting Punches: 

Triple Drill Punch/Power Punch: 
Triple Drill Punch/Uppercut: 
Triple Drill Punch: 

Triple Uppercut: 

Triple Windmill Punch: 

Winding Uppercut: 


4 , «-+LP+RP 
■*, -*+LP+RP 

LP, RP, LP, RP (Maximum of four, sitting) 
*’+LP, LP, LP, * ♦ \+RP) 

*+LP, LP, LP, RP (timed) 

*+LP, LP, LP 
hold *+LP, RK, LP 
4 -, ++LP, RP, LP 
+ *4 %+LP 


10-Attack String: ♦ + RP, LP, LP, LP, RP, LP, RP, LP, LP + RP, LP + RP 

BotoPunchf AttaCk Rotate D-Pad anti-dockwise starting with 

five times. Punch is only unblockable if D-Pad is successfully rotated five 
times, though each wind-up increases its power. 


Hard Pounce 
Low Cannonball: 


*,LK+RK 


aRmoR kiNp Basep on kiNfi) 


tHROWS 

Knee Bash: LP+LK 

Suplex: RP+RK 


Aerial Piledriver: 

4 , 4+LP+RP 
DDT 

Hopping Piledriver: 
Piledriver: 

Scissor Flip: 
Whirlwind Toss: 


Perform Suplex. When foe is vertical, 4 , 

tap *, *+LP+RP 
if, ■►+LP+RP 

4 *++LP 

tap V+LK+RK 

if, ++LP 


Big Boot: 

Bunch ‘o’ Punches: 
Crouching Uppercut: 
Double Punch/Uppercut: 
Dragon Punch: 

Drop Kick: 


moves 
*, -*+RK 
LP, RP, LP, LP, RP 
4 , ++RP 
LP, RP, LP 
4 , *+LP 
■►+LK+RK 








Forward Dive: 

++LP+RP 

Hammer Elbow: 

DF, LP {stuns if blocked} 

High Uppercut: 

-►+RP 

jumping Hammer: 

*+LP+RP 

Kidney Punch: 

DF, RP 

Low Uppercut: 

-►.-►,RP 

Power Uppercut: 

f , *+RP 

Side Body Blow: 

tap \ ,RP 

Spinning Drop Kick/Dive: 

«♦, •►, hold ■►+LK+RK, LP+RP 

Spinning Drop Kick: 

++LK+RK 

Triple Slide Kick: 

%+RK, RK, RKfstuns} 

Hard Pounce 

Elbow Drop: 

* or f+RP+RK 

Knee Drop: 

*+LK+RK 

10-Attack String: LP, RP, LP, LP, RP, 

RK, RK, RK, LP, LK 


caNRyu (Basep on yack) 


Crescent Throw: 

tHROWS 

LP+LK 

Shoulder Throw: 

RP+RK 

Reverse Toss: 

4 -+RP+RK 

Crouch Double Slap/Uppercut: 

moves 

hold *+LP,LP,LP 

Double Chop/Hammer: 

LP, LP, LP 

Double Chop: 

LP, LP 

Double Hammer: 

*+LP+RP 

Double Palm Rush: 

^+RP, RP 

Double Slap: 

hold %+LP,RP 

Hundred Hand Slap: 

■►+LP, RP, LP, RP, LP, RP, LP, RP 

Power Punch: 

* f \+RP 

Punch/Elbow Rush: 

RP, LP 

Reverse Hammer/Double Hammer; 

: f, ◄-+LP+RP, LP+RP 

Reverse Hammer: 

♦, 4 -+LP+RP 

Rising Palm: 

*+RP 

Sandwich Clap: 

++LP+RP 

Sumo Palm Rush: 

*+RP 

Triple Slap: 

hold *+LP,RP, LP 

Triple Windmill Punch: 

4 , ++LP, RP, LP 

Mega Crouch Combo 

f +LP, LP, LP, RP, LP, RP 

Sumo Foot Stomp: 

f+RK 

Hard Pounce 

Low Cannonball: 

*,LK+RK 






kuNimitsu (Basep on vosHimitsu) 


tHROWS 

Flying 69 Slam: LP+LK 

Trip Smash: RP+RK 


Tornado Spin: 

after five LPs, you get dizzy) 

Tornado Sweep: 
after five LPs, you get dizzy) 

Forward Cartwheel/Diving Corkscrew 


moves 

hold 4-+LP (repeat LPto extend move, 


hold *+LK (repeat LK to extend move, 


►+LK+RK, ■ 


►+LP+RP 


Forward Cartwheel: 
Kick/Double Roundhouse: 
Knee Rush: 

Roundhouse/Mid Kick: 
Twist Hit: 


-►+LK+RK 
RK, RK, RK 
+.++RK 
LK, RK 
■►+RP 


Hard Pounce 
Hopback Stomp: 

7-Attack String 

LP, RP, LP, RK, RK, RK, LP 


*+ LK+RK 


HeiHacHi misHima (Basep on kazuyaj 


Noogie Cracker: 
Pi led river: 
Headbutt: 


Axe Kicks: 

Back Sidestep Jog: 

Double Axe Kick: 

Double Jab/Power Punch: 

Double jab: 

Double Punch/Spinning Backhand 
Double Punch: 

Double Walking Uppercut: 
Dragon Punch: 

Hammer/Power Punch: 

Hammer: 

High Uppercut: 

Jump Kick: 

Jumping Spin Kick/Foot Sweep: 


tHROWS 

LP+LK 

RP+RK 

- 4 +LP+RP 

moves 

++LK or **+RK 

4 -, 4 -, 4 - 

♦ ,RK, RK 
LP, LP, RP 
LP, LP 
: LP, RP, RP 
LP, RP 
V+LP, RP 
4 , *+LP 
tap I'+LP, - 4 +RP 
tap *+LP 
%+RPor LP 

■►+□< {stuns if blocked} 
tap f , RK, RK 


no 













Power Low Kick: 

Power Mid Kick: 

Power Punch: 

Power Uppercut: 
Punch/Spinning Backhand: 
Somersault: 

Super Uppercut: 

Sweep, Roundhouse: 

Triple Sweep/Axe Kick: 
Triple Sweep: 


4, hold \+LK 
4, *+LK 

4 \++RP 

4.DF+RP 
RP, RP 

4, * + LK+RK 
■4-, -*+RP 

4 +LK, LK (Throw second kick before 
rising) 

4, hold *+RK, RK, RK, (release \) RK 
4, hold *+RK, RK, RK, 


10 -Attack String 

hold ■►+RP, LP, RP, RP, LK, RK, RK, LP, RP, LP 


Hard Pounce 

Hopback Punch: *+RP+RK 


CHeats aND featuRes 

two -ship caLaca 

As the game loads, you’re treated to a game of Galaga, Namco’s ageing 
Space Invaders-inspired offering. Hold A+JC+ 4 +Li on Controller Two for a 
second ship. Press Select to restart a stage. Restarting the last stage returns 
the game to Stage One. 


exteNDep caLaca 

Hit at least 40 alien ships during the first wave of Galaga, then press Select 
when the ‘Number of Hits’ screen appears. You get a second game of 
Galaga. 


fiCHt as peviL kazuya 

Beat all eight stages of Galaga and Devil Kazuya is selectable in one-player 
Arcade mode. You can only use Select to restart a stage once. The final 
round may not be restarted and the two-ship cheat cannot be used. 

fiGHt as a sub -boss 

To win each character’s sub-boss, complete the game using the character in 
question. You then get to play the sub-boss defeated along the way. 

fiGHt as Bosses 

Defeat the mid-level boss and Heihachi. Feel free to use continues, but don’t 
change characters between fights. The bosses are accessible on the 
Character Selection screen. 


fiGHt as HeiHacHi 

Beat the game using any character, but without continuing. As Heihachi, you 










fight all the sub-bosses and then Devil Kazuya. 

aitPRNate costumes 

On the Character Selection screen, press ■+▲ for the first alternate 
costume, or #+# for the second. 

fic.Ht views 

When ‘Select View’ appears, press Select to switch between three camera 
angles. 


use Names 

Hold L 1 +R 1 while selecting the Arcade option to view names instead o 
character portraits. 


nemo seLect 

During the demo, enter one of the following codes on one or 
to see the character in question in the fight. 


both controllers 


Kazuya 

Paul 

Law 

jack 

Nina 

King 

Yoshimitsu 

Michelle 

Heihachi 

Lee 

Kuma 

Wang 

P. Jack 

Anna 

Armor King 

Ganryu 

Kunimitsu 


♦ 

* 

* 

«• 

L1+L2+R1+R2 

L1+L2+R1+R2+ ♦ 

L1+L2+R1+R2+* 

L1+L2+R1+R2++ 

L1+L2+R1+R2+* 

L1+L2+R1+R2+ + 

L1+L2+R1+R2+ 

Ll+L 2 +Rl+R 2 +^ 

L1+L2+R1+R2+K 
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toca: tOURINC caR 

CHampiONSHip 

Not only is the Platinum version of TOCA a real barg, it’s also been enhanced 
since it was a full-price release. The budget version of TOCA is Dual Shock 
compatible, while the original wasn’t. Here’s a few tips on getting out in 
front - and staying there. 


tHe tips 

BegiNNeRS 

Get the hang of the controls by using the time trial option. Try out each of 
the cars, especially the ones we’ve identified as beginners’ cars. Analogue 
joysticks give a greater sense of control, but take a little getting used to. 

tHe staRt 

Qualify in as high a grid position as possible, and get a good start. Rev the 
engine about halfway, slamming down the throttle as the lights turn green. 
Don’t get caught in a tangle on the first bend. 

steeRiNC 

If you’re using the D-Pad, tap rather than hold the buttons when steering 
around more gentle corners. This stops you spinning off by steering too 
harshly. If you’re using the analogue pad, take care not to move the stick too 
far too suddenly. 


CORNeRINg 

The key to success in TOCA is cornering. Master the corners and you’re well on 
your way to beating the game. Approach a corner on the apex, that’s on the 
opposite side of the track to the corner. Brake very late and slide your car into 
the bend, powering out by hitting the gas as soon as you’re pointing down the 
next straight. Release the brake before you turn, though, or you spin. 

a matteR of peRSpective 

The in-car view is a little awkward at first, but if you take time to master it, it 
offers much better visibility than the chase-camera view. You can see 
opponents and corners from much further away, and the car suffers fewer 
blind spots. 


tHe caRS 

aupia4 

This is the only car on offer with four-wheel drive, making it ideal for twisty 
circuits. It’s useful in the wet, too. Unfortunately, being four-wheel drive 













increases the car’s weight, making it slow on the straights. 

foRD moNDeo 

This car is the epitome of average. It has little to commend it over other cars, 
but no real drawbacks either. It’s an excellent car for beginners. 


HONDa accoRD 

This car is built for speed. Its brakes aren’t exactly first rate though, but it 
has incredible acceleration. It also feels a little light when cornering. 

NissaN pRimeRa 

This car’s oretty slow compared to the others, but has fantastic brakes. You 
can brake very'late coming into a corner without locking the whee ™ k ' n ® 
it ideal for twisty circuits where extra speed on the corners is useful and low 
top speeds less of an issue. 

peupeot 406 

This one’s great at taking bumps and jumps, but is hopelessly 
underpowered, making it difficult to keep up with the other cars. Not 
recommended. 


RPNauLt LacuNa 

The Renault is extremely fast but has poor handling. It’s incredibly easy to 
spin it on corners, or to understeer and hit a wall. For expert drivers only. 

vauxHaLL vectRa 

This one is definitely a beginner’s car. It won't win too many races due to its 
poor acceleration, but it handles like a dream. An excellent way to get used 
to the game before moving on to a more competitive car. 

VOLVO S40 

As would be expected, this one accelerates like a snail but achieves a great 
top speed. You need to be excellent on the corners to keep up its speed. 
Recommended for expert drivers and courses with long straights. 
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v-RaLLy 

Top rally action from Ocean. This arcadey outing isn’t as realistic as Colin 
McRae, but urinates all over the dreadful Tommi Makinen... 

CUttINC CORNeRS 

As you approach a corner, an arrow appears above your car. This indicates 
the severity of the bend as well as its direction. Try to take the racing line as 
you approach the bend, starting wide and drifting across the road as you 
turn into the bend then drifting wide again as you leave it. Do this and you 
can usually take the corners as follows: 

GREEN: This is a gentle curve. You can generally take these without letting 
go of the accelerator. 

YELLOW: This is a medium bend. It’s usually wise to release the throttle as 
you approach it, putting your foot down once more as you exit. 

RED: A harsh bend. Be prepared to use the brakes as you turn into the 
double bend, accelerating as you leave it. On some bends you can get away 
with merely releasing the accelerator if you take the straightest route 
through it. 

Remember, these are merely rules of thumb and don’t work for every bend in 
the game, especially if you approach it off the racing line. 

jump appRoacHiNC- 

When you see this sign, you’re approaching a piece of uneven road that’s 
likely to cause your car to leave the road. Take care. Make sure your car is 
straight and in the middle of the road. You can’t steer while airborne, and 
you don’t want to fly onto the side of the track. 

caR settiNcs 

Use the car’s settings to maximise its potential. Remember that you also can 
change them during a race by pausing the game. Therefore you can use 
different settings of every single bend and straight. Bizarre, but true. 

SUSPeNSION 

SOFT: This keeps the wheels in contact with the ground for longer, helping to 
maintain the car’s speed on bumpy roads. It also makes the steering less 
responsive. Use on uneven roads and for gentle turns. 

HARD: This is ideal for cornering, but the car has a greater tendency to slide 
on bumpy ground. It’s best used on twisty, flat courses and tracks with 
tarmac surfaces. 

MEDIUM: This is halfway between the two extremes. Use on courses with a 
mix of both straights and bends, where soft or hard settings offer no overall 
advantage. 


ceaR Ratio 

SHORT: This ratio emphasises acceleration at the expense of top speed. Use 
this for winding courses with few straights and lots of tight turns, as the car 









regains speed after a bend much faster and with few straights, top speed is 

less of an issue. . 

LONG: This setting puts the emphasis on top speed, but makes the car 
slower to accelerate. This is ideal for tracks with lots of fast straights, where 
the higher top speed comes into its own, but bad for taking corners as the 

car takes longer to recover lost speed. trQmoc 

NORMAL: Again, the middle setting is halfway between the two extremes 
Use for tracks which also fall between extremes, mixing bends and straights. 

nvpR /uNDeRSteeR 

This sets the harshness of the D-Pad. It should be adjusted to suit your 
driving style rather than the course in hand. Find a setting which suits you 
and stick to it. 


ceNeRaL tips 

From the start, hold the accelerator as the countdown starts. You won’t spin 
the wheels for pressing it too soon here, and putting your foot down on the 
word ‘Go’ leads to a slow start. 

V-Ralty is very unforgiving when it comes to leaving the road. With most 
games, you just lose speed. Here you’re likely to flip the car or go into a 180 
degree spin. It is therefore very important not to mount the banks. If you re 
trying to overtake and there isn’t room, don’t drive onto the verges and hope 
to push your way back onto the road. Stay behind and wait until there s 
more room. 


Choose a car that suits the course. Small vehicles with lots of torque are 

ideal for winding courses as they are quick to accelerate out of bends. 

Larger cars with good brake horsepower have better maximum speeds, but 
accelerate more slowly making them ideal for fast courses with lots ot 
straights. If you find you can’t win with a given course, try another. 


This isn’t a Formula 1 game. You can get away with considerable amount of 
collision, but keep this to a minimum. Too much bumping slows you down 
and can cause you to spin. 


Computer-controlled cars are pretty unscrupulous about battering their way 
through the pack. When you’ve overtaken someone, drift in front of them 
and block, if you leave a gap, even a small one, they go for it and barge you 
out of the way in the process. 


Don’t steer too harshly, it makes the car swing from side to side leaving you 
with little control. Tapping rather than holding the D-Pad works well. 


Remember, holding the brake button eventually causes the car to reverse. 
This is ideal for getting yourself back onto the track after a crash. Don’t 
forget steering directions are reversed when you’re going backwards, eg. 
steering right turns the front of your car to the left. 





CHeats 


aLL tRacks 

In Arcade or Championship Modes, wait for the Infogrames logo to build 
then press t, + ,▲,#, i, 4 -the words ‘Lock Off’ confirm correct entry. 

fuRtHeR CHeats 

After using the above code, input one of the following before the Infogrames 
screen changes: 


ALL CHEATS: 

DEBUG MODE 

JEEP MODE: 

NARROWER TRACKS: 
RESTART RACE: 
UNLIMITED TIME: 
ROLLERCOASTER TRACK: 


Press and hold 4 -+Ri+R2+Li+L2 
Press 4-, [R]. Press Start for a memory 
option. 

Press and hold ^+Ri 

Press and hold «-+L2 

Press and hold *-+R2 

Press and hold «-+Li 

Enter the Jeep cheat and pick Sweden 1 in 

Time Trial Mode. 






woRms 

This strategy puzzler is one of the coolest multiplayer offerings on the PSX. 
Here’s a guide to getting the most from your invertebrate friends... 


weapoNRy 

Ba zooka aND Hom iNp missiLes 
The Bazooka fires an unguided missile, whereas the Homing Missile seeks 
out its target. The latter isn’t perfect, though - it s slow to identify the target, 
and often fouls itself on scenery. Best fire into a clear bit of sky, giving it th 
chance to focus on the worm or area you’re aiming for. 

Both the Bazooka and the Homing missile are affected by wind. 

r pp ManP«; r.I.lJSteR BOID RS. BaNaNa BOmBS 
These can be timed to explode from one to five seconds after throwing, 
enabling you trudge how far you want them to bounce. Cluster and Banana 
Bombs explode into five smaller bombs, which in turn explode. These are 
incredibly effective when the enemy is in a hole or a cave - not only is a 
Grenademore likely to explode within range, but a Cluster or the more 
powerful Banana Bomb delivers its entire payload in a very small area, 
causing tremendous damage. 

SHOtCUN 

This weapon gives you two shots. It’s ideal for close-quarter targeting, and 
also for blasting through a wall with the first blast and trashing an eneniy 
behind it with the second. It also gives you the chance to tackle two weak 
enemies in the same turn. 


U7.1. miNiCUN 

These are almost identical, but the Minigun is arguably the more powerful. 
It’s great for tackling enemies close to the water’s edge - a quick burst an 
he bounces into the drink. 


pRajqoN punch. fiReBaLL 

These moves are basically send-ups of Street Fighter. They have limited 
uses, but are really just novelties. 


mmes 

These are great at impeding your foe’s movement. Also, if you land a bomb 
of some sort near a Mine, you can flip it into the air, possibly damaging an 
enemy. Needless to say, an attack which forces an enemy back can be used 
to send him crashing into a Mine for a second hit. Also, firing a Shotgun at a 
mine can send it careering into a Worm. Keep your eyes peeled for Mmes - 
they’re often already scattered around a level before you even start. 












DVNamite, SHeep 

If you’re good with the Ninja Rope, you can swing into action and land a 
Dynamite stick right on your enemy’s head. Great for blowing foes into the 
water too. The Sheep is basically the same, but it runs around before 
exploding. A decent Dynamite hit can take up to 75 hit points in a single strike. 

aiRStRike 

This is ideal for taking out opponents positioned in groups - just call down 
an Airstrike and trash them all in one go. It’s doubly useful if they’re on a 
thin bridge, as even if they’re not killed they probably fall into the water. 
Remember, though, the Airstrike’s bombs can only land on the surface - a 
Worm under a ledge is protected. 

teLepoRt 

This does exactly what you’d expect, and is especially useful for rescuing a 
Worm from the edge of a cliff, trapped by mines or on a small island created 
by opponents blowing the nearby ground away. 

BLOWtORCH 

A digging weapon used to get your Worm through walls to get at a protected 
opponent or to tunnel in yourself, keeping you (relatively) safe, though 
especially vulnerable to cluster bombs. The Blowtorch can dig in four 
directions, these being the diagonals. 

driLL 

Similar to the Blowtorch, but can only dig straight down. Useful for getting 
at a Worm under a ledge or once again digging in and keeping yourself safe, 
though even more vulnerable to Cluster Bombs. By combining the Drill with 
the Blowtorch, you can dig a long, deep shaft and then stop. Next turn use 
the Blowtorch to move across. Thus digging to almost any point is possible. 

NiNia Rope 

This one offers some great tactics when mastered, but it isn’t easy. With practice, 
you can swing onto ledges with the Ninja Rope, and even knock other Worms 
into the water with it. You can also use it to swing onto and over objects. 

kamikaze 

Go for the Kamikaze option and you fly across the screen in a straight line, 
demolishing any ground in your way, then explode. It’s great for sacrificing a 
nearly-dead worm and taking out an enemy in the process. 

£IRDeRS 

These can be used to build bridges or to block an entrance, keeping you 
safe. Remember, you can adjust which way it faces. 

PROD 

This just pushes another Worm, doing no direct damage. It’s most useful for 
pushing someone over a cliff, into water or onto a mine. 













tips 

The Kamikaze’s great for taking out enemies on the same horizontal plane as 
yourself. You lose a Worm, but if it had low health anyway, it can be a fair 
swap. 

It’s important you learn to use the Grenades and Cluster Bombs. It isn’t easy 
as i you misjudge a lob, you can end up dropping the explosive on your own 
worm Howeler get it right and the results can be devastating, especially if 
an enemy is holed up and inaccessible to line-of-fire weapons. 

Homing Missiles are also effective, especially for knocking strategically-^ 
Dlaced § Worms off ledges. It needs to get a fair distance from the firer before 
ft can‘read’ where the* target is, though. Fire it into empty space judging the 
power so it turns on the target while there’s an unobstructed straight line 
between them. 

When you’re down to your last Worm and losing badly dig[in using the 
Blowtorch and then use Airstrikes, which are powerful and effective, but 
won’t harm you in your little bunker. 

The Prod isn’t very effective at all. It’s usually better to use a Fireball, which 
does around 30 points of damage and sends your opponent further anyway. 

When a Worm stands near a crate, aim a weapon in between them - the 
hapless foe gets hurt by both the weapon and the exploding crate. 

For fast and furious battles, restrict Teleport and digging moves. This forces 
people to attack. 

Choose safe positions in which to stand. Don’t position yourself near the 
water’s edge or on a cliff overhanging the water - you could be blown off. 
Likewise, avoid the edges of the screen - again, you could be blown ott. 


cHeats 

fuLL weapoNS 


Pause, then press #, ■, ■, #, ■. ■. #. ® 

Rocket -fiRiNC uzi 

This one’s a bit cheap. Fire your Uzi then select Rocket Launcher - you fire 
the Rocket Launcher as if it were a machine gun. 
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CRaSH BaNDICOOt 


The Crash Bandicoot character didn’t grab people’s attentions as strongly as 
Mario or Sonic, but he’s still provided Sony with two top-selling games with 
a third to come. The first Crash Bandicoot game is now on Platinum, and its 
features and secrets are blown wide apart right here. If you want a solution 
to Crash Bandicoot 2, get yourself a copy of extreme Solutions Volume 1, 
free with Issue Nine of EPM. Check out the Subs & Back Issues page in the 
magazine for ordering details. 


isLaND ONe 

This is basically a training excercise, where you learn to control your orange 
pal. Explore at will, but make sure you pick up all the gems before proceeding. 

LeveL i: n. saNity BeecH 

Look For: White Gem 

When you get to the fork in the road, go left and collect the goodies. When 
you reach the gap, double back and go right. Hit the Exclamation Switch to 
bridge the gap, and move on to the box jump, the only other point of note in 
this very easy level. Here you must time your leap perfectly, using your 
shadow as a guide. Keep trying, and learn through practice. 

LeveL 2: juNcLe RoLLeRS 

Look For: White Gem 
Need: Green Gem 

Again, this isn’t a difficult level. Look out for the entrance to Bonus Round 
One, though. You can’t reach all the boxes containing collectibles until you 
have the Green Gem, found in The Lost City in Island Two. Grab it then return 
to this level to polish off the collectibles you missed. 

LeveL ?: tHe CReat cate 

Look For: White Gem 
Need: Yellow Gem 

When you get to the Great Gate, enter to get into Bonus Round Two. 

There are a couple of breakable arrow boxes leading apparently nowhere on 
this level. Break them and push in the direction of the sky background - the 
first leads to a secret l-Up, the second a hidden box. 

The Yellow Gem is found in The Lab on Island Three - again, when you have 
it, come back for boxes that were inaccessible without it. 

LeveL 4: BOuLpeRS 

Look For: White Gem 

When playing this level, never stop running. Speed is of the essence if you’re 
to out-run the falling boulders. Smash every box you come across by 
spinning - there just isn’t time to jump on them. 









IpvpI. s: upstReam 


Look For: White Gem 

The GotdGem 6 ^ found in The Generator Room, Island Three. Youneed ^ ther ® 
twice - once to take a path into the waterfall to collect a l-Up, andI again nea 
the end, where the path takes you to a couple of power-up packed boxes. 

boss QNe: papu papu 

PaDu Paou is the first and easiest boss. He is a grossly overweight na p ve 
warrior chief who attacks Crash in two ways. First he spins around trying t° 
hit Crash with his huge club, then he stops spinning in front of Crash and 

brings down his club over his head to hit Crash with' ® ^WtePaouis 

beat him simply jump on his throne to keep out of range while Papu is 
soSning around and jump out of the way when Papu tries to strike Crash, 
then jump on his back. Return to the throne and repeat the process until 
Papu Papu has been pulped! 

TeveL six: roLLinc stoNes 

Look For: White Gem 

This'levelholds'the entr.im to Boons Round Four and Boss Bonus Round 

ran fif vou lookVERY carefully) find a pathway which requires the Blue Gem, 
found on TheHigh Road on Island Three. Follow this secret path to find loads 
of goodies, including three l-Ups. 

I.eveL seveN: hoc wiLd 

There’s noThing a paying guide can usefully offer here. You rid e a wild hog 
along a treacherous pathway, dodging obstacles and leaping gaps an 
barriers - Harvey Smith eat your heart out. Keep your eyes on the road and 
watch out for hazards - the further away you spot them, the more time you 
have to avoid them. 

Ipvel. eicHt: Native fpRtRess 

Look For: White Gem 
Need: Pink Gem 

Access to Bonus Round Five is found on this level. Most of the items are 
hidden in the clouds - to get there you need the Pink Gem from Island Three, 

AlscT if you carry yourself upwards until the sky fills the background, you can 
find a ledge with a plain box, a plant and a turtle. Jump on the turtlei to flip i 
over then use its stomach as a springboard to break the unmarked box. A 
second leap on the turtle’s belly can carry you onto a ledge in the 
background - walk along it to find a hidden box. ... 

There are two more areas where you can bounce into the background - both 
are accessed from fire ledges. Look out for them. 











isLaND two 


The game’s getting tougher here. The second island offers the first key and 
the first coloured gem, so keep your eyes peeled. 

LeveL NiNe: up tHe CReek 

Look For: White Gem 

After using the Exclamation Box, go back across the lily pad to the waterfall, 
where you see four lilies bridging the way to a couple of boxes. Use ‘em. 
Jump on the Dynamite Box, then onto a breakable box to bounce back to the 
safety of the log - the explosion takes out the remaining boxes. Watch out 
for Bonus World Six too. 


BOSS tWO: RiPPeR ROO 

This completely crazy kangaroo is pretty tricky to beat, but this is by far the 
easiest way. Wait till he jumps to the middle-left platform . Jump to the 
middle, then the left middle platform. Now wait until Ripper jumps back to 
the middle, then bottom right, then back to the middle, then bottom left. 
When he jumps to the middle again, get Crash to jump onto the TNT. Go to 
the middle, then onto the middle right platform. When the Roo goes back to 
the middle, he’s blasted by the TNT. Get Crash to jump to these platforms in 
this sequence; top-right, top-middle, top-left, and middle-left. Wait for 
Ripper to jump upon the middle-right platform and jump on the TNT next to 
you, then back to middle-left to watch Ripper Roo get blown up a second 
time. From the middle left platform Crash should now jump to the top-left 
platform and wait for the blue blighter to jump from the bottom middle to 
the middle-left. Once again, leap onto the TNT and retire back to the top left 
platform. Watch for Ripper to jump off the middle left onto the top middle 
and then make Crash jump to the safety of the middle left away from the 
third blast, which should see off the aggravating Roo. 

LeveL teN: tHe Lost city 

Look For: Green Gem 

This level gives access to both Bonus World Seven and Boss Bonus World Two. 
At the start of the level, you find a girder hiding two boxes. To get at them, 
jump into the background and then onto the ledge. From here, break the 
boxes and then jump around the girder to get yourself back on the path. 
Count the holes as you pass through them. When you get to the fourth, 
perform a really high jump off the breakable box to find an Exclamation Box. 
There’s a second Exclamation Box towards the end of the level, to the left. 
Hitting it reveals six power-up boxes - right back at the start of the level! 

LeveL eLeveN: tempLe ruins 

Look For: White Gem 

There are several cheesy jumps in this level. If you see a piece of mid-air 
fruit that looks like it tempts a suicidal leap, go for it anyway - you land on 
invisible platforms, where you often find bonus boxes. 








The rest of the level is pretty straightforward, but make sure you check 
behind every pillar as you go - many conceal power-ups. 

T.eveL tweLve: Roap to NOWHeRe 
Look For: White Gem 

Need: Red Gem J . . , , 

The entrance to Bonus Round Eight is found on this level. 

As you get to the checkpoint, jump onto the nearby Red Gem and it takes 
you to a hidden area. Activate the Exclamation Box on the r 'S ht t0 ^ ake 
another box appear - use it to activate the Exclamation Box on the left, 
produces another box - use it to activate the middle Exclamation Box, 
producing four more boxes. 

TpvpI tHiRteeN: BOuLpeR pasH 
Look For: White Gem 

FincUiifthe'bo'xes here and you get the key which opens up the Island Two 
Bonus Level, Whole Hog. When (or should that read if .) you get th , 
smash all the boxes to get the White Gem. 

I.eveL fouRteeN: suNset vista 

ThifisTheTnal levd on this island, and contains Boss World ^ ne ,’ J 0SS 
Bonus World Three and also the Super Bonus Icon, which is found b V 
following the box stairs at the very height of the level - the icon is on the 

rsrs— 

enemy roving underneath as a trampoline. Wait until he s under the box an 
jump on his back.The boxes created by hitting the Exclamation Boxare 
found in the background - there are several boxes hidden around the 
background too. 

boss tHRee: koaLa koN£ 

Patience and some nimble jumping is the key to beating this muscle-bound 
boss. Place Crash to the bottom-left of the screen and when Koala Kong 
throws a rock jump over to the right to avoid it then jump back to the left. 
Soon one of the rocks that Koala throws stays on the screen (usually the 
fourth rock thrown) instead of bouncing away. Crash must wait until there 
are no carts in front of Koala and then spin the rock at him, hitting him in the 
stomach. Repeat this three times and you’re soon triumphant. 


isLaND tHRee 

Congratulations - you’ve made it to the last island. If you want to complete 
the game with the best score, all the coloured gems except the green one 
are found on this island. Grab ‘em and backtrack - we’ve told you what you 
need and where... 









LeveL fifteeN: Heavy macHiNeRy 
Look For: White Gem 

This one takes you to Bonus Round Ten and Boss Bonus World Four. When 
you get to the steam and ice funnels next to a pit holding two spiked Bots, 
jump down the pit and land between them. To the left is the Boss Icon and 
more. 


LeveL sixteeN: coRtex poweR 
Look For: White Gem 
Need: Blue Gem 

First go right, hit the Exclamation Box and return down the stairs, taking a 
left at the second fork. Take the checkpoint and proceed to the next fork, 
where you should go right, taking you back to the start. At the first fork, go 
right. At the first fork, go left down the Blue Gem Path to the Arrow Box - 
naturally, you need the Blue Gem from The High Road (Level Sixteen) first. 
Keep going to the end and your White Gem. 

LeveL seveNteeN: ceNeRatOR Room 
Look For: Gold Gem 

The well-hidden entrance to Bonus World Eleven is here. 

First go to the Exclamation Box and activate it. Now proceed to the area 
where the boxes appeared (it’s near the start) and get the ones on the loose 
platform first, before taking out the rest. This is the only really tricky part of 
the level. 


LeveL eicHteeN: toxic waste 

Look For: White Gem 

This level’s a lot easier to tip than complete. Just run, watching out for the 
boxes and the entrance to Bonus World Twelve. It’s best to take two Aku 
Akus with you if you can, and you’re bound to come a cropper at some 
stage. 


BOSS fpUR: PINStRipe POtOROO 
This kangaroo mobster is out to avenge his cousin, Ripper Roo, who you 
beat up earlier. He is also the hardest boss in the game. Pinstripe runs, 
jumps and somersaults all over the room, laughing hysterically and 
constantly trying to fill Crash with lead from his machine gun. The only safe 
place for Crash to hide is in the bottom left and right-hand corners. The only 
time to attack is when Pinstripe stops firing or when his gun jams. It is 
possible to hit him two or even three times when his gun is jammed, but this 
takes perfect timing; hit him once then while he is still stunned, hit him 
again. Never attack Pinstripe at the back of the room, as Crash will never 
make it back to his safe corners without being shot. Patience and timing 
soon win the day. 


LeveL NiNeteeN: tHe hich Roap 
Look For: Blue Gem 

There’s another Bonus World here, Bonus World Thirteen. There’s also a 










rather nifty secret to be found. At the beginning, instead of going forward, 
go back 2d fump over the mid-air fruit to land on some platforms that 
appear from nowhere. Keep taking giant leaps of faith until you come to 
some goodies. Now turn back and play the level through the proper way. 

IpvpI tweNtV: sliPPeRV cLimB 

The'entrance toltonus World Five is here. This level is pretty tricky but very 
straightforward - you know what you have to do, but doing it is another 
matter entirely. Patience is a virtue, and a steady hand a necessity. 

IpvpI. tweNty -QNe: LiCHts out 
Look For: Key Two, Purple Gem 

The YeUow > Ge < m,'found in The Lab (Level 24 - it’s coming), is used to open 
this level When you’ve done it, come back here and collect the missing 
gooSs If you rnanage to break every box here, you receive the Purple Gem. 

IpvpI tweNtv-two: laws of DaRkNeSS 

IfonusRoS’ t T e hSn isfounThere; ,00k in the 'n 

before the first checkpoint. The Blue Gem, required for Level 16. Cortex 
Power, is found straight away after. 

l eveL tweNty-tHR.ee: castLe macHi NeRy 
Look For: White Gem 

If you picked up the Green Gem in the Lost City, you can access 25 extra 
lives. The rest of the level is seriously rudimentary - just smash the boxes, as 
none are hidden. 


ROSS five: DR NItRUS BRIO 

This mad doctor attacks Crash in two phases. First he throws test tubes at 
him. The purple test tubes are explosive and the green ones turn into slimy 
green blobs that chase Crash around the room. It is a simple matter of 
jumping on the green blobs to kill them and jumping out of the way of the 
explosives. Once again the bottom left and right corner are a safe haven 
When his energy is getting low the doctor drinks one of the test tubes and 
turn into a hulking great monster. Slabs of concrete fall from the ceiling; 
jump onto the slabs so Crash can jump high enough to land on the monsters 
head. Three hits on the head is enough to get this mad doctor struck off the 
medical list for good! 


IpvpI tweNtv-fouR: tHe_LaB 

Tb get the Yellow Gem you must get to the end of the level without losing a 
life. It isn’t easy, but persevere. 









LeveL tweNtv-five: tHe CReat HaLL 

Look For: Super Bonus 

If you have all the White Gems, you can go down the Super Bonus route. If 
not, you must go straight to the final boss, Dr Neo Cortex. 

flNaL BOSS: DR Neo CORteX 

Considering this is the final boss in the game, it’s surprising how easy it is to 
beat him once you have learned how. The thing to remember is the purple 
energy bolts he throws at Crash fly straight at him and so should be jumped 
past, the blue bolts go from left to right or right to left and some go 
diagonal. The green energy bolts should be spun into, which sends them 
back at the good doctor and takes one part of his energy bar away. So avoid 
the purple and blue bolts, spin into the green bolts and Crash is reunited 
with his beloved girlfriend, Tawna. 


supeR passwoRD 

To access any level, get both keys, all gems and 100% complete score, enter: 

AAAAXHAAAAHXA*AAA*IAXXXX 






tekkeN 2 


The second instalment in this ever-popular series is also on P ' atinu ^- Ne 
a move 7 Check out this complete guide. As always, a comma diwdes moves 
input one after the other; a plus sign offers buttons to be pressed g 


Left Punch: 

Right Punch: 

Left Kick: 

Right Kick: 

Low Punch: 
Weak Uppercut: 
Low Kick: 

Rising Kick: 


frr ;HtiNC Basics 

LP 

RP 

LK 

T+LPorRP 
crouch ♦, LP or RP 
f+LK or RK 
crouch -f +LK or RK 


Baek 


Alternate Rolling Throw: 
Rolling Smash: 

Rolling Throw: 


tHROWS 

RP+RK 

tap ■+-+RP+RK (or tap tap -*-+RP) 
LP+LK 


Albatross: 

Axe Kick: 

Backfist: 

Black Widow Combo: 
Butterfly Kicks: 
Flamingo: 

Hammer Heel: 
Hunting Hawk: 

Rush: 

Super Axe Kick: 
Three Leg Kicks: 
Triple Threat: 

Two Leg Kicks: 


moves 

while standing RK, RK, LK 

tap tap -*+LK 

tap -*+RP 

LK, LK, RK, RK 

LK, LK, LK, RK 

tap +,tap ^+LK 

tap ■*, ■►+RK 

tap +LK, RK, LK 

while crouching RK, LK, LK, LK 

tap *+LK+RK 

f+LK, LK, LK 

■►+RK, RK, LK 

while crouching, LK, LK 


HeiHacm miSHima 

tHROWS 

Head Butt: tap tap * + LP + RP 

Neck Breaker: LP+LK 











Powerbomb: 

RP+RK 

Corpse Splitter: 

Crushing Kick: 

Death Fist: 

Demon Godfist: 

Demon Tile Splitter: 

Devil Fists: 

Double Uppercut: 

Hell Sweeps: 

High Axe Kick: 

Jumping Kicks: 

Left Axe Kick: 

Low Slice Kick: 

Right Axe Kick: 

Screw Blade Leg Attack: 
Shadow Foot: 

Shining Fists: 

Sky Foot Slice: 

Slice Kick: 

Thunder Godfist: 

Tile Splitter Death Fist: 

Tile Splitter: 

Wind Godfist: 

moves 

*+RP+RK 

tap -►, tap *+RK, LK 
* V++RP 

tap -►, tap ■►+RP 
while crouching, LP+RK 

LP, RP, RP 
tap %+LP, RP 

tap -►, tap f, *+RK, RK, RK, RK, RK 

while standing, RK, RK 

tap *+LK, RK 

tap tap ++LK 

tap ■*, tap f *+LK 

tap ++RK 

tap *+RK, RK 

tap *-,tap ^,tap «- 

LP, LP, RP 

tap -►, tap -►, tap -►+LK 
tap -►, tap *, tap V LK 
tap -►.tap *,tap *+LP 
while crouching, LP, RP 
while crouching, LP 
tap ■►.tap f ,tap \+RP 

Backbreaker: 

Catapult: 

Gorilla Press: 

Hell Press Face Basher: 
Piledriver: 

Pyramid Driver: 

jack 

tHROWS 

f f ◄-+RP 

tap %+RP+RK 

RP+RK 

LP+LK, LP+RP 
tap tap -++LP+RP 

\ *++LP 

Blade Fan: 

Bravo Knuckle: 

Cossack Kicks: 

moves 

while sitting, LP, RP, LP, RP or RP, LP, RP, LP 
tap I'+LP+RP 

tap *+LK, RK, LK, RK, LK, RK 


Creeping Punches: * +LP, RP, LP or \ +RP, LP, RP 

Double Hammer, Double Uppercut: LP+RP, LP+RP 
Double Uppercut, Double Hammer: while standing, LP+RP, LP+RP 
Elbow Punch: RP, LP 


Gigaton Punch: 

Hammer Combo: 

Hammer Knuckle: 

◄- * 4 \ -► (up to five times)+LP 

LP, LP, LP 

tap V tap V+LP+RP 







Hammer Rush: 

Hip Press: 

Machine-gun Knuckle: 

Megaton Knuckle: 

Megaton Strike: 

Meltdown: 

Power Scissors: 

Quick jump: 

Scissors, Megaton Punch: 
Scissors, Meltdown: 

Sit Down, Hop Forward, Sit Down: 
Sit Down: 

Spring Hammer Punch: 

Uppercut Series: 

Violent Uppercut: 

Wild Swing, Backfist: 


♦ +LP, LP, LP, RP, LP or tap * +LP 

tap /+LK+RK 

tap *+LP, LP, LP, LP, LP, RP 

tap «-,tap *,tap f *+RP 

*+LP,RP 

f+LP+RP 

tap ■►, tap -4+LP+RP 
f (right after you sit) 
tap-*+LP+RP,tap*+RP 
tap -4+LP+RP, LP+RP 
while crouching, LK+RK, LK+RK 
while crouching, LK+RK 
while lying down, J+LP+RP 
tap M,RP,LP,RP,LP 
while standing, LP 
f, tap ++LP, RP, LP, LP 


TUN 


Middle Screw Punch: 
Cartwheel Kick: 

Punch-Kick Combo: 

Turning Punch, Punch, Kick: 
Can-Can Kick: 

Leg Sweep: 

Leg Sweeps, Cartwheel Kick: 
Spinning Super Kick: 

Attack Reversal: 


moves 

■►+LP 


LK+RK 
LP, LK 

LP+RK, RP, RK 
♦ +LK+RK 
LK, RK 

LK, RK, RK, RK, LK 


-►+LK 

◄-+LP+LK or 4-+RP+RK 


Ankle Lock: 

Backdrop: 

Boston Crab: 

Brain Buster: 

Coconut Crush: 

DDT: 

Figure-4: 

Flying Press: 

Giant Swing: 
jaguar Driver: 

Reverse Arm Clutch: 
Tombstone Piledriver: 


klN£ 

tHROWS 
tap %+RP+LK 
RP, LP, LP+RP 

«. * + * -*+LP, LP+RP, LK, RK, LK+RK 

RP+RK 

LP+LK 

tap if, tap if+LP+RP 
tap *+LP+RP 

V-►+LP, LP+RP 
tap *++LP 

4- * \ V -*+LP 
tap-*, \+LP+LK or V+RP+RK 
tap *,tap -4+LP+RP 







Ali Kick, Middle Smash: 
Ali Kick: 

Double Knee Drop: 
Drop Kick: 

Dynamite Uppercut: 
Elbow Drop: 

Flipping Body Splash: 
Flying Cross Chop: 
Frankensteiner: 

Jaguar Lariat: 

Jail Kick: 

Knuckle Bomb: 

Low Punch, Uppercut: 
Punch, Uppercut: 
Satellite Drop Kick: 
Short Elbow Drop: 
Smash Uppercut: 
Stomach Smash: 
Uppercut: 


moves 

tap ♦ +LK+RK, RK, RP 

f, tap % +RK (up to five times) 

*+LK+RK 

LK+RK 

♦ *+RP 

% or t or *+RP+RK 
■►+LP+RK 

tap ■►, tap ++LP+RP 

tap \+LK+RK 

■►+LP+RP 

tap +,tap ++RK 

tap *+LP+RP 

while crouching LP, RP 

RP, LP 

tap +, tap ■*, ■*+LK+RK 
tap 4 +LP+RP 
tap ■►, tap ++RP 
tap tap ■►, Neutral+RP 
LP, RP, LP 


Lei 


Jumping Bird: 
Sleeper: 

Tai Trip: 


tHROWS 

LP+LK 

RP+RK 

tap tap ■►+LP+RP 


moves 

Charging Crescent, Front Kick 

or Sweep: tap Neutral+LK, RK or tap ♦ +RK 

Charging Punches: tap ■*, Neutral+RP, LP, RP, LP 

Dropping Ankle Kick, Rolling Kicks: RK, RK, LK, LK, LK 
Flying Wheel Kick, Quick Drop: RK, LK 
Front Kick: while standing, RK 

High Crescent, Turning Heel Sweep: LK, LK 


Jumping Crescent: 

Phoenix Kick: 

Punch, Turning Fist: 

Quick Drop: 

Quick Turn: 

Running Punches, Low Kick 
or Snap Kick: 


LK, RK, ♦ (up to three times) 
++LP+RK, RK 
LP, RP 

tap f+LK+RK 
tap 4 -+LK+RK 


V1 _ _ tap Neutral+LP, RP, LP, RP, LK or RK 

Spinning Foot Sweep, Jumping Hook Kick: tap DB, RK, RK 
Step-In Crescent, Punches, Kicks: tap -►+RK, LP, RP, LK, RK or tap 4 +RK 
Step-In Crescent, Punches, Low or Mid Kick: ++RK, LP, RP, LK or RK 
Step-In Sidekicks: LK, LK, LK, LK, LK 






maRSHaLL Law 


Chastisement Punch: 
Dragon Dive: 

Dragon Fall: 

Dragon Knee: 


Punch: 

Left Fist Flurry: 

Dragon Knuckle Combo: 

Step-In Middle Kick: 

High Kicks: 

High Kicks, Mid Kick: 

Shinkick: 

Shinkick, High kicks, Middle Kick 
Dragon Slash: 

Low Kick, Flipkick: 

Low Kick, Flipkick: 

Flipkicks: 

Dragon’s Tail: 
jumpkick, Flipkick: 

High Kick, Flipkick: 

High Flipkick: 

Low Flipkick: 

Flip Drop: 

Spinning Kick Combo: 

Dragon Slide: 

Dragon Fang: 


tHROWS 

RP+RK 

LP+LK 

RP+RK, LP, RP, LP+RP 
tap tap ++LK+RK 

moves 

LP, RP 

LP, LP, LP, LP, LP 
RP, RPor-*+RP, RP, RP 
tap DF+LK 
LK, LK, LK 
LK, LK, ■►+LK 
while crouching, LK 
: while crouching, LK, LK, LK, ++LK 
tap tap ■►, tap + or while running, LK 
♦ +LK, RK 
tap f +RK, LK 
LK+RK, LK 
tap *+RK 
tap ♦ +LK, RK 
RK, tap f+LK 
♦, ♦ or % or *+RK 
+, tap ♦ or tap \ or tap * +RK 
+ ,tap ♦ or tap % or tap *+LK+RK 
RK, LK, RK 

+ ,tap V, *,tap *+LK 
tap DB+LP+RP 


micHeLLecHaN 


Fisherman Suplex: 
Front Suplex: 
German Suplex: 
Nelson Suplex: 


Back Leg Sweep: 

Charging Punches: 

Club Fist, Sweep, Bow Leg: 
Dashing Elbow, Kick: 
Dashing Left Elbow: 
Dashing Punch: 


tHROWS 

RP+RK 

LP+LK 

LP+RP from behind 
tap *+LP+RP 

moves 
f ,tap \+RK 
LP, LP, LP 
LP+RK, LK 

tap +,tap ++LP, RK 
tap tap ++LP 
tap **+LP 









Dashing Right Elbow: 4 , tap % +RP 

Death Push, Big Punch: tap % +RP, LP 

Death Push, Low Kick or High Kick: tap %+RP, LK or RK 
Death Push, Punt Kick, Uppercut: RP+LK, LP 


Double Strike: 

Earthquake Stomp: 

Front Leg Sweep: 
Penetrating Bow Leg: 
Punch Combo: 

Punches, Sweep-Bow Leg: 
Punt Kick: 

Rushing Uppercut: 

Side Spin, Kick: 

Super Uppercut: 


LP+RP 

/»+LK+RK 

while crouching, RK 
f, tap *+RK, LK 
tap *+LP,LP 
LP, LP, RK, LK 
tap %+LK 
tap ++LP 
LK+RK, RK 
-►+LP+RK 


NiNa wiLLiams 


Arm Turn: 

Embracing Elbow Strike: 
Falling Elbow: 

Lifting Toss: 

Neck Throw: 

Palm Grab: 

Scissorleg Takedown: 


tHROWS 

LP+LK 

tap V tap *+LP 
RP+RK, LP, RP, LP 
RP+RK 
■►+LP+RP 
+ % ++LP+RP 
+ * ■►+LK+RK 


Attack Reversal: 

Bone Cutter: 

Double Smash: 

Double-Palm: 

Downward Chop: 

Falling Ankle Kick, Back kick: 
Flash Combo: 

Forearm Chop: 

Head Ringer: 

High Kick, Lowkick, Uppercut: 
Hunting Kicks: 

Hunting Swan: 

Kneeling Kick: 

Lifting Back Kick: 

Lowkick, Uppercut: 

Punches, Double-Palm: 

Rapid Kick Combo: 

Swan Combo: 

Triple Smash: 

Uppercut, Punchtap: 


moves 

tap 4 -+LP+RK or tap «-+RP+LK 
tap tap tap or -*+LK 
RP, RK 

tap +,tap *-+LP+RP 
«-+LP 

tap *+RK, LK 
tap %+LK, LP, RP 
+ #<*+RP 
tap %+LK, RK 
RK, LK, RP 
tap *+RK, LK, RK 
tap *+LP, RP 
tap ■*, tap ■►+RK 
tap DB+LK 
4 +LK, RP 

LP, RP, tap -►+LP+RP 

tap * +LK, LK, LK, LK or RK or LP or RP 

tap * +LK, RP, LK or tap f +LK or RK or LP 

LP, RP, LK or RK 

*+LP,RP 






pauL pHoeNix 


Running Tackle: 
Shoulder Popper: 
Shoulder Ram: 
Shoulder Throw: 
Stomach Throw: 

Striking Shiho-Nage: 


Attack Reversal: 

Death Fist: 

Double Jump Kick: 

Ducking Dash: 

Elbow Strike, Death Fist: 

Elbow Strike, Lifting Leg Punch: 
Elbow Strike: 

Falling Leaf Combo: 

Flash Elbow: 

Mini Combo: 

Somersault Kick: 

Stone Splitter: 

Tile Splitter, Death Fist: 

Tile Splitter, Falling Leaf Combo: 
Tile Splitter: 

Triple Kick: 

Unblockable Death Fist: 


tHROWS 
tap *+LP+RP 
RP+RK 

tap tap -►+LP+RP 

LP+LK 

LP+LK+4- 

tap \+LP+RP 

moves 

tap ++LP+LK or tap ++RP+RK 

f *-*+RP 

tap *+LK, RK 

♦ w 

♦ .tap *+RP,LP 

♦ V+RP, RP 

♦ ,tap ++RP 

while crouching, RK+RP 
tap -►.tap ++RP 
RP, LK 

tap ■►, tap -►+RK 

while crouching, RP 

while crouching, LP, tap -*+RP 

while crouching, LP, RK, RP 

while crouching, LP 

tap ■►, tap ++LK, RK, RK 

tap 4 -+LP+RP 


vosHimitsu 


Flying Body Press: 
Jawcrusher: 

MX Missile: 


Alternate Mini Combo: 

Backfist: 

Charging Shoulder Cut: 

Fake Suicide: 

Flipping Stomp: 

Helicopter Stomp: 

High Kicks: 

Jumping Knee: 

Kangaroo Kick (during Spiral Dive): 


tHROWS 

LP+LK 

RP+RK 

♦ *«-+LP+RP 

moves 

LP, ^+LK 
-►+RP 

tap *+LP, tap *, LP 
tap ■►, ■►+LP+RK 
tap *+LK+RK 
f +LP+RP, ♦ 

RK, RK, RK 

tap tap ■►+RK 

LK+RK 









Kangaroo Kick: 

Lightning Kicks: 

Mini Combo: 

Samurai Cutter: 

Saw Blade: 

Shoulder Cut: 

Spinning Fist Strikes: 

Spinning Hilt Strikes: 

Spinning Leg Strikes: 

Spinning Sweep: 

Spiral Dive (during Spiral Launch): 
Spiral Launch: 

Standing Suicide: 

Sword Thrust: 

Teleport: 


RK, LK 
LK, RK 
LP, LK 

4 ,tap *,tap ++LP 
tap tap *-+LP, LP 
tap #+LP 
tap *+RP 

4 -+LP (up to six times) 
tap *+LK (up to five times) 
4 ,tap *+LK 
LP+RP 

tap ■►, tap -►+LK+RK 
while crouching, LP+RK 
tap 4 % ++LP 
4 -+LK+RK (up to six times) 


CHeats aND featURes 


bic Heaps 

Completely finish the game by capturing all the characters. While choosing 
your fighter, hold Select and don’t let go until the fight starts. You have a big 
head and a voice to match. 


eveN BicceR Heaps 

Do the Big Head cheat, then in Arcade Mode increase the size of your arms 
and head still further by going to the Continue screen and holding Select. In 
Vs Mode, do this at the Character Select screen. 

pLav as ROceR or aLex 

Obtain all the characters (including Kazuya, Devil and Angel) and perform a 
10-hit combo with any character on the practice screen. The tool bar at the 
bottom must be turned off. 

pLav as peviL or aNceL 
Play as Kazuya and complete the game. 

pLav as caNRyu 
Complete the game as any character. 

pLav as kazuya miSHima 

Beat the Devil with any sub-boss, without losing a round. 

kazuya in a puRpLe suit 
Win every character. Select Kazuya with Start. 

pLay as sub -Bosses 

Beat the Devil with each character to win that character’s sub-boss. 












fiRst - peRSON view 

Completely finish the game by capturing all the characters then hold Li and 
[_2 as your character is selected. Don’t release them until the match begins. 
Your character is a green wire-frame creation. The view is from a first-person 
perspective, directly behind your character and towards your opponent. 
Repeat the code with the buttons Ri and R2 for a second-person 
perspective. 


winning poses 

After winning, hold a symbol button for an alternate pose. 


skv mope 

Completely finish the game by wining every character then hold Select and 
♦ when choosing your fighter. Don’t release them until the round begins. 
The sound of a punch confirms correct code entry. Now an uppercut or 
sweep sends your opponent skyward. 







Doom 


What can be said about this top third-person shooter that hasn’t been said 
already? How about, ‘here are the level codes and cheats’? 


passcopes 

LEVEL HEALTH ARMOR WEAPONS PASSWORD TITLE 

uLtimate Doom 


02 

125% 

200 % 

03 

200 % 

200 % 

04 

200% 

200% 

05 

200% 

200% 

06 

200% 

200% 

07 

125% 

200% 

08 

200% 

200% 

09 

200% 

200% 

10 

100% 

200% 

11 

200% 

200% 

12 

200% 

200% 

13 

350% 

150% 

14 

100% 

200% 

15 

300% 

175 % 

16 

50% 

75% 

17 

100% 

125 % 

18 

100% 

125% 

19 

100% 

200% 

20 

100% 

200% 

21 

200% 

200% 

22 

200% 

200% 

23 

200% 

200% 

24 

200% 

200% 

25 

200% 

200% 

26 

200% 

200% 

27 

200% 

200% 

28 

200% 

200% 

29 

200% 

200% 

30 

200% 

200% 


31 

200% 

200% 

32 

125% 

200% 

33 

150% 

200% 


All 

CRI3WDD3DB 

All 

3JJCMK8W64 

All 

03LTJoY!o2 

All 

H33!iHFTHK 

All 

04MSKZX9Z1 

All 

YTTLCXXLXV 

All 

09SMBY04YW 

All 

7KKBLD7V53 

All 

FM4217GSGJ 

All 

HM3WDGLDB 

All 

07QPDW26WY 

12346 

WTXQ9C3W12 

123456 

RBR4GILDLN 

1236 

WTXQ9C3W11 

1234567 

548C7DFWYX 

1234567 

JOC89DZPQS 

1234567 

JGB9CT0NRT 

All 

9QLTKRo!o2 

All 

78M63QX921 

All 

S!6iFHVQJG 

All 

33QHFTT6WY 

All 

VBGQP)!Y46 

All 

ZYKTLW7V53 

All 

0DJSM4HW64 

All 

LS5YPTCRKH 

All 

ZDJSMVRW64 

All 

1YKTX4QV53 

All 

XKF6R8LZ97 

All 

DJX07Q4HTR 


Doom ii 

All CoWilQNJQS 

All V/VU3V1D3DB 

All W394W2DMFC 


Plant 

Toxin Refinery 
Command Control 
Phobos Lab 
Central Processing 
Computer Station 
Phobos Anomaly 
Diemos Anomaly 
Containment Area 
Refinery 
Deimos Lab 
Command Center 
Halls of the Damned 
Spawning Vats 
Hell Gate 
Hell Keep 
Pandemonium 
House of Pain 
Unholy Cathedral 
Mt. Erebus 
Limbo 

Tower of Babel 
Hell Beneath 
Perfect Hatred 
Sever the Wicked 
Unruly Evil 
Unto the Cruel 
Twilight Descends 
Threshold of Pain 


Entryway 
Underhalls 
The Gantlet 
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150% 

200% 

35 

175 % 

200% 

36 

200% 

200% 

37 

200% 

200% 

38 

200% 

200% 

39 

100% 

200% 

40 

200% 

200% 
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200% 

200% 

42 

200 % 

200% 

43 

200% 

200% 

44 

100% 

200% 

45 

200% 

200% 

46 

200% 

200% 

47 

200% 

200% 

48 

200% 

200% 

49 

200% 

200% 

50 

200% 

200% 

51 

200% 

200% 

52 

200% 

200% 

53 

200% 

200% 

54 

200% 

125 % 


55 

200% 

200% 

56 

200% 

200% 

57 

200% 

200% 

58 

200% 

200% 

59 

200% 

200% 


All 

zq58zkjrkh 

All 

Z758ZKJ8KH 

All 

5C2V3DQBNL 

All 

NCKBLX7V53 

All 

1Q580FCRKH 

All 

htmskzz9Zi 

All 

ws58zkcrkh 

All 

CSNRG2W820 

All 

WT670JBQJG 

All 

DQLT)iY!o2 

All 

2N94VFFMFC 

All 

CQLT)oY!o2 

All 

WR492GDSGJ 

All 

PFFGXH 3777 

All 

JWOV2X479 

All 

CDTM35964 

All 

M 1 T 174 XZXV 

All 

5770MX2CDF 

All 

YJLW3PPCPM 

All 

DKKBLM58I3 

All 

7L3!266D|K 


bonus LeveLs 

All 

RCMSKZX9Z1 

All 

8194 VFHMFC 

All 

RJSMBY04YW 

All 

8 K 13 WDGLDB 

All 

RKTLCXZ3XV 


The Focus 
The Waste Tunnels 
The Crusher 
Dead Simple 
Tricks and Traps 
The Pit 

Refueling Base 
0 of Destruction! 
The Factory 
The Inmost Dens 
The Suburbs 
Tenements 
The Courtyard 
The Citadel 
Nirvana 

The Catacombs 
Barrels of Fun 
Bloodfalls 
Abandoned Mines 
Monster Condo 
Redemption Denied 


Fortress of Mystery 
The Military Base 
The Marshes 
The Mansion 
Club Doom 


cHeats 


REVEAL ALL MAP: Pause and press ▲, A, L2, R2, L2, R2, Ri, ■ 

REVEAL ALL MAP AND OBJECT LOCATIONS: 

Pause and press ▲, ▲, L2, R2, L2, R2, Ri, • 

ALL WEAPONS AND AMMO: 

Pause and press A, Li, i , f, R2, 

INVINCIBILITY: Pause and press ♦, L2, ■, Ri, Li, • 

LEVEL SELECT: Pause and press +, R2, Ri, A, Li, •, * 

X-RAY VISION: Pause and press Li, R2, L2, Ri, A, *, + 





faDe to BLack 


A little dated, perhaps, but Delphine’s great puzzley adventure/shoot-’em- 
up still wows on the Platinum label. Here's a walkthrough and a few cheats... 

LeveL ONe-. tHe prison 

Leave your cell and trash the floating ball. Step on the pressure plate to 
open the door ahead, and run through - if you’re not quick enough, it closes. 
To deactivate the green forcefield, step on the green plate. The security 
droid moves ahead. There’s a red forcefield ahead of you, but as soon as the 
droid steps on the red plate, run through. Go through the door and blast the 
turret on the right, then duck. You face a morph guard which takes two shots 
to kill. Use the teleport, and recharge your shields on the second floor. Open 
the door marked with a red cross, and walk on until a giant spider falls on 
you - blast it and reload. Get the hint and the map scanner from the 
cupboard, then (after reading the hint) use the console nearby and go back 
the way you came. 

You must now drop down to the kitchen, the one with the spoon and fork on 
the door. Kill the morph on your right, go through the next door and into the 
hall. From the lockers, get the mine recharger. Move on, killing the morph on 
the left, and search the locker. Open the door and move past the snivelling 
cook - as soon as you enter the fridge (the left door) he lets out two morphs 
- kill them before they kill you. Use the code console and return to the 
corridor from where you started. Go past where you met the spider and use 
the door near the locker. You must move fast here - the room is full of 
morphs, and you haven’t time to kill them all. Use the lever to open a set of 
doors, then run through them. Kill the morph, and as soon as the doors 
close again, you’re safe. 

Go left and wait for the bang. Press the red button and go ahead through the 
next door. Use the console, and watch your back - there’s a morph generator 
here. Go through the door into the hall and kill the morph behind the bars - 
blast the half-dead human too. In the lockers you find a new message - read 
it. Through the door ahead you arrive in an area already explored. Use the 
left door into the opening corridor, kill the morph and go through the door 
that’s next to the kitchen door. You reach a tiny room - kill the morph as the 
door opens, then in the console room, go through the left door and kill the 
morph before using the console. 

Leave and go through the opposite door, killing (yet) another morph and 
slowly walk to the left door - it opens, jump the electric floor and kill another 
two morphs. After using the right teleporter, use the lever to switch off the 
electric floor and kill another morph. Now move into the room with the TVs 
and other household objects. Search the locker for the key, then go a long 





way back to the left teleporter. In the hall, use the large door behind the 
column. Use the console and leave via the second door. The second 
teleporter is now active. Recharge before using it, and kill the floating 
drones before activating the car track with the console. Follow it through the 
door, which only opens to let the car track through. If you miss it, open the 
door near its operating console and use the console there to return it to its 
starting position. 


In the corridor (this is assuming you’ve made it through the door, following 
the car track), push the button and use the teleporter. Kill the morph and run 
through the hall, avoiding the shots from the turrets. Open the door - you 
see a console, but don’t use it yet. Through the next door, k ' l t ^ e s ^ url * y 
droid and open the next door to reach the warden s office Kill him with a 
bouncing mine and then get the guard who arrives behind you .Get the: key 
from his body. Use this to open the locker in the office - you get the hangar 
key. Go back to the console you ignored earlier, use it and run back through 
the hall with the turrets. Use the teleporter, then in the corridor use the 
teleporter that was previously inactive. Shoot the floating drones, then use 
the shuttle. 


LeveL two: moRPH Base 


Read every message you find here, as they’re nearly all useful. 


Recharge and go through the door found to your right. Kill the new morphs 
and use the door straight ahead. Get the explosive bullets from the locker - 
they’re twice as powerful as the ones you hold, and in infinite supply. Switc 
to them. Keep going forward until you find the console and recharger. Use 
the console to open the cells. 


Move forward, killing morphs and droid guards, until you get to the locked 
door Remember where it is. Go back, through a yet-unused door into a room 
with mines, jump them, and open the next door to find more morphs to kill. 
There are two consoles here - ignore the nearer one and use the other. Go 
back to the hall where you started, and kill any roving guards. Open the far 
door and kill the two spiders who attack. Take the door left and, in the 
corridor, turn left. Use the open door and step on the first floor plate. Move 
onto the second and take a step back to deactivate the red and green 
forcefields. Now you must jump the plate in front of you. Ahead you see a 
locker. Take the plasma bullets, but don’t load them. Go back to the locked 
door you found earlier - it should now open. Go round the corner, take the 
hear seekers from the locker and meet the professor. Use the console to 
turn off a forcefield. Approach the old professor and walk - if you run, he 
doesn’t follow. Open the door (not the one by which you entered) and (after 
a few minor morph battles) go to the washing room. Turn left kill guards and 
open the door at the end of the corridor. Help the professor to the teleporter 
- remember, no sudden moves. He gives you the data cube containing the 






computer virus. Return to the room with the two consoles, and use the one 
which you ignored earlier. Using your inventory, highlight the data cube and 
(near the console) press [U]. RU N back to the teleporter through which the 
old professor departed, ignoring everything that attacks. 

LeveL tHR.ee: maRS miNiNC faciLity 

The morphs you meet here are even tougher. Turn right and you see what we 
mean * kill them. You reach a large green hall. Clear it of morphs and look for 
a secret door opposite the one by which you entered - there’s a recharger 
inside. Go to the car tracks and press a button nearby to activate the first. 
Follow it through four car track-only doors. After each, clear the area and 
search the lockers to win a considerable number of keys. There’s also a 
radiation shield and a recharger to be found. Operate the console you find 
en route too. 

Using your new-found keys, open all possible doors in the hall - you’ve 
nothing to fear. You find three pieces of Risidium, a blue stone-like 
substance, and a few floor plates, which you must press. In one such room 
there’s a spider trapped behind a forcefield - kill him before treading on the 
floor switch for an easy kill. 

In this very room is a door marked ‘Radioactive Area’ - use your radiation 
shield and use bouncing mines to kill the morph inside, to the right. In the 
corridor, take the right door, keeping away from the monster trapped on the 
wall. Through the door, kill the droids and morph and step on the floor plate 
you find. You get a message on the computer telling you how to operate the 
drilling machine, using the Risidium. Follow the machine, recharging it a few 
times. The machine opens the laboratory door at the end of the corridor - go 
in. Drop the radiation shield and search the locker to find a station co¬ 
ordinates document. As you get the message from your allies, you teleport 
out. 


LeveL fouR: veNUS space statiQN 

Ignoring the blue morph, run through the door to your left. There’s a console 
in the next corridor, but the area is drenched in radiation. Kill the drones as 
quickly as possible and go into the room to the right, which is clean. To your 
right a morph is interfering with a console. Kill him, recharge then use the 
console. There’s a decent stash in the lockers too. There’s a door at the 
opposite end of the room. Go through and in the corridor proceed past the 
door on the right and use the teleporter. 

Press on, and open the door to the right. Watch out for the electric floor and 
the turrets. Search the first locker, but ignore the second. Past the mine, run 
through the door and keep running when the morphs arrive. By stepping on 





the floor plates ahead, you activate two forcefields which do your job for 
you. You must now go right, through two doors but avoiding the bouncing 
mine. At the far end of the room is a locker containing an area scanner. Two 
morphs appear behind you - kill them and go all the way back to the 
teleporter, and use it. 

You now appear in the hall. Go right to the corridor ending in a door, taking 
out the two morphs which appear (one behind you). The warning about the 
room being radioactive is incorrect - just go in. Turn right and step on the 
floor plate to deactivate the red forcefield. Proceed through where it was 
and kill the guards before getting the keys from the lockers. Go back the way 
you came and go through the huge door on the right. Cross the bridge, 
walking between the lasers - it ain’t easy. Time your moves and save 
regularly. When across, ignore the door to the right (the rewards aren t 
worth the scrap); instead, blast the right side of the console. After blasting it 
twice the forcefield nearby falls and a head flies out (honest). It floats 
through he left doors - follow it into the room. Keep on following it. Whether 
you get distracted by battles is up to you, but at all costs, don’t lose your 
head (bleugh!). It eventually leads you to the shuttle... 

LeveL five: tHe pvRamiD 

Turn and run right. Go through the door and proceed, ignoring the turret 
(your energy is soon restored). Across the bridge, enter the hall and search 
the far locker. Approach it from the far side - the stone golems animate if you 
make a mistake. Take the key. 

Go back to where you started and use the right teleporter. Search both the 
lockers (make sure you have the gem), ignore the floor panel and avoid 
using the wall button at all costs. Go through the door, and then through the 
next one for two rechargers. Through the next door are four guards - kill 
them. You’re now in the basin room. The next room has two lockers, which 
you should plunder - you find a second gem. The second one activates a 
turret. Hit the switch on the wall to deactivate it once more. Back in the 
basin room, push the wall button to activate the floor panels in the corridor. 
Step on one to produce the red forcefield. Where the corridor meets the 
basin room, there are two ugly golem statues. Push the right one, then the 
left to bring a golem to life. Run to the forcefield switch and stand on it to 
generate the forcefield, which the golem walks into, leaving only its eye. 
Take it. Walk back into the basin room and approach he basin until a hand 
appears - give it the golem’s eye. A new item, pyramid code, appears in your 
inventory. Go back and look at the wall where the golem was hidden to find 
a secret passage. Go in. Kill the security droid and search the locker you find 
down there to discover another gem. After avoiding the bouncing mines and 
forcefields, take the teleporter back to familiar territory. 

Use the left teleporter to find yourself in a series of rooms. Kill the three 






morphs within and run through the corridor, avoiding the bouncing mines. 
You reach the guard-infested hall with birds. After the inevitable battle, step 
on any of the floor switches to paralyse one of the birds. Pick it up. While 
you’re here, have a good look at the painting about the birth of the morphs - 
note the position of the icons. Go through the door on the left. 

Kill the enemies within (two unarmed morphs), avoid the golem (who are 
impervious to shots), and carry on to the door. Don’t go in - there are three 
morphs doing battle with a golem. Pick them off one by one, go and see the 
icons on the right. These are the same as the ones you saw in the painting 
earlier, but in the wrong order. Rearrange them and a door opens. After 
killing the spider, get another gem from the locker and return to the landing 
via the door in the locker room. 

Now go to the hall with the two golems. Go through the first door on the left 
and look at the mosaic on the floor. Make notes. Teleport and jump over the 
fields and you get to the oracle room. Follow the way of the oracle, ie. the 
way indicated by the mosaic. If you’ve forgotten, go back and have another 
look. A flying head appears and tells you to free the bird you hold in your 
inventory, just use it in the normal way and you’re given a crystal code. Take 
a look at it - it shows you need six gems, four of which you already have. Go 
back to the room with two golems and search the second locker for a fifth - 
this activates a golem and a turret. Go to the wall panel on the left - using 
the pyramid code (you have it already), adjust the buttons and the icons. 
You have to push the first and last buttons. Go through the right door and 
use the teleporter, which takes you to a dark hall. Keep left. Run to the 
corridor on the left side, dodging the two golems, and open the door. Place 
the gems you hold already in the correct slots according to the crystal code. 
The sixth is already in place. A pyramid appears. Go back through the door, 
again dodging the golems, turn left for another door and recharge. You also 
find heat-seeking bullets. Go back into the long corridor and run as fast as 
you can - another invulnerable creature gives chase. There’s a teleporter in 
the room ahead - go in after listening to the disembodied head. 

LeveL six: LaNDiNC pap 

As soon as you appear you’re faced by a morph. Ignore the droids - they kill 
themselves soon anyway. There’s another morph around the corner, as well 
as a curious new shuttle. Step on the floor plate and push the controls to 
complete a very short level. 

LeveL seveN: UNPeRCROUND 

This is a flying level (as if you hadn’t noticed!). Keep the craft away from the 
walls and pipes, blasting anything that looks threatening. In the room with 
four teleporters, the left one offers the shortest route. If you find a dead 





end, approach the wall ahead of you until it opens. 


I.pvel eipHt: moRPH motHeRSHip 

Kill the morph and the flying droid, then open the door to the right. Use the 
centre teleporter and step on the floor plate to stop the turret Go right and 
kill two more foes before opening another door to the right. After killing a 
few more morphs, search a locker while avoiding the tentaclea ; 
use the corridor, taking you to where you met the unarmed morph. In the top 
room, get shooting and then take the key from the locker. Leave and 
proceed right. 

In the next corridor go through the left door and find another key (and more 
morphs). Go back through the corridor with the forcefield and electric floors 
to the first corridor, and use the door opposite. Two flying drones later, go 
through the corridor with the floor switches, which you should lump over. Go 
through the right door and walk towards the locker, then quickly turn around 
and deal with two morphs sneaking up on you from behln ^°° t the jd 
button to deactivate the forcefield and rob the locker. Go down the corndor 
and kill the guard behind the bars on the left and run on the right side of the 
corridor untit you trip an invisible switch, opening the bars. Go in and enter 
the right door, where you find forcefields, electric floors and bouncing 
mines Stepping on the floor plates to switch off forcefields, bounce your 
way through'the room - quickly, because if the forcefields reappear you have 
to start over. 

Open the door and enter the hall. Blast the many morphs and open one of 
the right-hand doors. Kill the monsters and go through, proceed left and run 
into the weird teleporter before another invulnerable creature gets you. 


Level NiNe: 

eaRtH Base. commaND Room 

There’s nothing like an easy start, and this is nothing like an easy start - 
shoot from the ‘off’, and use armour-piercing bullets. There’s a further clip in 
the lockers to your right. As the last morph dies, an enormous security droid 
attacks. Use the right door if you need a recharge, then run away, between 
the two boxes. Kill the drone then use the next door. You see a wounded 
human Talk to him - he tells you where to find a key to the command room. 
Use the teleporter nearby and run left through the door, ignoring everything. 

Kill more morphs, then move on until you find a room where three morphs 
hold a human. Kill the guards one by one, freeing their captive - talk to him 
and he gives you the command room key. Go through the other door here 
and use the teleporter. Open the left door and go right to meet the 








Commander. He tells you to find Sarah in the dormitory. Open the second 
door and teleport to that very place. 

LeveL teN: eaRtH Base, DORmitoRy 

The ‘human’ guard here is actually an alien - walk towards him and he 
changes. Blast him to shreds. There follows a series of rooms with lots of 
action and very little in the way of puzzles. Talk to the uniformed human to 
win the access key (don’t worry - this one’s no alien). Through the next door 
there are morphs hiding in the toilet (don’t even think of speculating what 
they were up to). Press on to see Sarah. She distracts her captor, allowing 
you to shoot him - be quick. Move towards her and she teleports away. 

Press on until you get to a small room, where you turn right into a corridor. 
Kill the creatures and use the teleport. Another level complete! 

LeveL eLeveN: ReactOR Room 

As you already know, the rebel leader who placed a bomb in the reactor 
room of the morph base wasn’t able to activate it. This is where you come in. 
Run past the droid and go through the door. You reach a corridor with 
directional arrows. Walk into one of these and you’re flung in the direction 
indicated, so jump over them instead. Go through a door and out-run 
another robot, then go through the right door and shoot the gun-toting droid 
found there. This room is largely green, and features two further doors - a 
blank one and another marked ‘airlock one’. The first way offers a recharge 
opportunity, but the airlock is shorter. Either way you face a couple of rooms 
with traps. 

jump forcefields and arrows until you get to the far room. You reach a hall 
with a lot of arrows on the floor. Take a careful look - some send you into 
forcefields, others just move you on. Some rotate. Follow the correct arrows 
to the control panel at the back of the hall, then activate it before returning 
to the corridor. Go to the first door, and JUMP through it to avoid tripping an 
invisible switch that creates a forcefield. Go through the door labelled 
‘Reactor area’ and you get a message saying ‘Destruction process initiated’. 
Don’t get blown up in your own trap - run to the left of the reactor and 
teleport. 

LeveL tweLve: tHe masteR BRaiN 


Kill the drone with the machine gun and teleport, jump the forcefields and 
electric floors and go into the hall, where you face morphs. Keep left and 
move slowly - run and you trigger mines. You soon meet a part-invisible 
morph - keep your eyes peeled for it, and don’t let it get too close. The door 







opposite the entrance is protected by tentacles that emerge from the hole 
nearby. Inside there’s a few power-ups - risk it only if you need them. The 
important door, to the right, leads to a corridor with more semi-visible 
monsters. Through the door at the end is a floor switch which temporarily 
opens some bars. Run. You’ve forcefields and arrows to negotiate, and not 
much time to do it in. 


You get to a corridor - jump the arrows and go through the door on the left. 
You’re in an invisible maze, to get through, make one step forward, left, 
back, two left, forward, right - you’re at a forcefield bar lump thr °^ ' t , you 
lose energy, but that’s just tough. Turn right and run to the door. Through 
there you’re safe. Kill the guards and run to the next door. 

Jump over the floor panels and through the next door Run past the turret 
and move through the teleporter. Use the door and kill the legion of morphs 
and into a teleporter-like device which opens a second door in the room. 
Inside a human starts to morph into a giant monster. Run past it and see 
Sarah - follow her. You soon get to the shuttle and finish the game. 


cHeats 


First of all, enter the password You get an ‘invalid code’ 

message. Now input one of the following cheats: 

VIEW FMV: 

You get an FMV player, through which you can watch all the cut sequences. 


LEVEL SELECT: WAKM „ „ .. . ... .... 

After the ‘invalid code’ message, start a game. Press Start and highlight the 
Resume option, selecting it with •. You can now select any level. 

UNLIMITED SHIELDS: ■••■A* ...... 

After the ‘invalid code’ message, start a game. You have infinite shields, but 
are not invulnerable. 


INVULNERABILITY: A*AAB# 

After the ‘invalid code’ message, start a game. You can’t die! 


1: The Prison 
2: Morph Base 
3: Mars Mining Facility 
4: Venus Space Station 
5: The Pyramid 
6: Landing Pad 


paSSWORDS 

MAX*A 

AXXXX# 





j: Underground (flying) 

8: Morph Mothership 
9: Earth Base: Command Room 
10: Earth Base: Dormitory 
11: Reactor Room 
12: The Master Brain 
**: The Escape (flying) 


••AXAX 

■IXAII 

AXXA#A 

XAMAX 

XXIX 

■AXI#X 

XX#A#A 



foRmuLa 1 


This one was incredibly well received when first released, but its bugs and 
flaws soon became apparent. No matter - at Platinum prices it s still a cool 

racer. 


HINtS aND tips 

• Be careful about clipping the kerb too harshly. It saves you a few seconds, 
but in the long run, damages your suspension. 

• If you’re having trouble passing, Drive too close to the car in front and lose 
your nose cone. This increases your speed without reducing the car s 
handling performance. Also, if your opponent toses his rear fin, he pits in 
next lap. 

• Stay off the grass - it offers no grip, and sends you spinning like a top. 
Don’t drive over the gravel in the chicanes either - the grit slows you down 
too much. 

• Never turn and accelerate at the same time. It’s a sure-fire way to spin the 
car. 

• Stay on the racing line as much as possible. It’s by fat the best way of 
gaining seconds. 


tRacks 


Here’s a guide to the length and location of the tracks, offered in 
Championship order. The number of laps refers to a full Grand Prix race. 


RACE LOCATION 

LAP LENGTH 

LAPS 

RACE LENGTH 

i Brazil: Interlagos 

4.325 km 

71 

307.075 km 

2 Argentina: Buenos Aires 

4.259 km 

71 

302.389 km 

3 San Marino: Imola 

4.895 km 

63 

308.385 km 

4 Spain: Catalunya 

4.727 km 

65 

307.255 km 

5 Monaco: Monte Carlo 

3.328 km 

78 

259.584 km 

6 Canada: Montreal 

4.430 km 

69 

305.670 km 

7 France: Magny-Cours 

4.250 km 

72 

306.000 km 

8 Great Britain: Silverstone 

5.057 km 

61 

308.477 km 

9 Germany: Hockenheim 

6.815 km 

45 

306.675 km 

10 Hungary: Hungaroring 

3.968 km 

77 

305.536 km 

u Belgium: Spa-Francorchamps 6.974 km 

44 

306.856 km 

12 Italy: Monza 

5.800 km 

53 

307.400 km 

13 Portugal: Estoril 

4.360 km 

71 

309.560 km 










14 Europe: Nurburgring 

4.542 km 

67 

304.314 km 

15 Pacific: Aida 

3.702 km 

83 

307.266 km 

16 japan: Suzuka 

5.859 km 

53 

310.527 km 

17 Australia: Adelaide 

3.778 km 

81 

306.018 km 

Bonus Track: Frameout City 

6.000 km 

75 

450.000 km 


iNteRLacos 




Climb a few places at the very start, taking advantage of the first straight’s 
width. Take care in the rapid left/right section and the very tight corner, 
which demands slow speeds and extreme attention to the racing line. 


BueNOS aiRes 

The best place to overtake is on the medium-right turns just before the 
chicane. Watch out for the sharp left turn immediately after it, though. This 
is the only really tricky part of a straightforward, if narrow, track. 

imoLa 

This track is incredibly narrow. Gain a few places as you launch yourself from 
the starting grid, but be careful - you’re soon into some very tight bends 
which demands excessively slow speeds. Many of the corners here are 
sharp. It’s a slow circuit, so treat it as such. 

cataLuNya 

Again, this one starts with a very long straight - hit the gas and overtake as 
soon as you leave the grid. Watch out for a sharp left which follows a 
straight/left drift section. There are several turns which are ideal for 
overtaking - get in close as you reach the bend, then break a little later than 
your foe. 


moNte caRLo 

Another narrow track with tight turns. Make sure you qualify in a good 
position - there are so few overtaking opportunities, getting a good grid 
place is essential. Keep away from the walls - they’re extremely unforgiving. 
The best overtaking places are the double turn where the track widens 
slightly and in the tunnel. 


moNtReaL 

The early part of the lap makes overtaking difficult, but this improves further 
on. Watch out for the long straight ending in a left drift and then a 90 degree 
bend. There’s a chicane just after the red and white markings, so keep your 
eyes peeled. 


maNcv-couRs 

There’s a brief straight at the start, but a difficult left at the end of it - be 
prepared. There’s also a tight right at the end of the second straight, but 
little else of note. The best place to pick up speed is in the run-in to the 
starting line. 











silveRStONe 

Unusually, you start on a turn here, albeit a gentle one. You can overtake 
without too much difficulty at Silverstone, so constantly jockey for position 
and get ready to take your opportunities when they present themselves. 

HockeNHeim 

There are some huge straights on this course - slower teams do badly, as 
straight-line speed is of paramount importance. The first corner is also 
important - take the racing line as you go in and you should pick up places 
as you exit. Clip the kerb on the chicane if you’re keen to catch the car in 
front too. 


HUN£aRORIN£ . 

This one couldn’t be more different to Hockenheim. It’s a slow, twisty circuit 
that favours neat driving rather than huge amounts of speed. The racing 
line, always important, is VITAL here. 

spa - fRaNCQRCHamps 

Mind the corner right at the start - it’s incredibly tight and unforgiving should 
you hit the barriers. There’s little else to report - the corners are gentie 
enough, but beware of the small, semi-circular drift around the Shell motif. 
Don’t try to cut it out - you hit a barrier. 

moNza 

The main difficulty you face here is getting squeezed in by other cars as you 
enter the chicane at the end of the first straight. The second chicane proves 
easier as there’s not such a traffic jam, and obviously this is less of a 
problem as the race goes on. 

estORiL 

A long straight ends in a severe right - don’t overshoot. The best overtaking 
point is on the inside on the long, gentle left. From then on it s possible to 
take a much slower car, but be sure not to cut up the car in front as you 
return to the racing line. 


NURBUR£RINC 

Yet again, this track starts with a straight which ends in a sharp corner. Make 
sure you have a clear place on the racing line before you hot the bend. There 
are passing chances on the shallow bends after this. 

ama 

After a series of shallow bends, there’s a severe right-hand turn - use the 
kerb here if overtaking on the inside, but take care not to stray further off 
the track. After each lap, be prepared for the first corner - it’s not such a 
problem on the first circuit as you’re not going too fast, but it can catch you 
out later in the race. 











suzuka 

From the start, settle into the field as quickly as possible. A right hairpin 
early on makes it difficult to take too many places at the start. There are very 
few overtaking opportunities on this track, so be sure to qualify in a good 
position. 


apeLaipe 

This one’s a nightmare if you’re not familiar with its layout, as many of the 
turns are hard to spot - the track diverges, with one route blocked. Practice 
on the track extensively and learn its idiosyncrasies before racing for real. 

fRameout city 

The bonus track is shaped like a Formula 1 car. It’s very fast, and some of the 
corners are concreted, making it easier to take to the kerb without damaging 
your car. The only difficult parts are around the ‘nose cone’, a hairpin right, 
and a chicane at the ‘cockpit’. Take care here, and put your foot down 
elsewhere. 


CHeats 


On the screen offering the Practice, Qualify and Race options, hold Select 
and enter one of the following: 

BUGGY MODE: •», + ,▲,<*, + ,■, A 

You race as (and against) buggies with large wheels. 

BIKE MODE: *, t , •, ▲, ■*, i , ■, A 
The cars turn into bikes. 

LAVA MODE: ■, •,*,«►, •, * 

The roads take on the appearance of lava. 

GIBBERISH MODE: 

Murray’s commentary is confused to the point of being gibberish - so what’s 
new? 

GERMAN COMMENTARY : f, i It 

Commentary becomes German, no matter which mode is chosen. 

SPANISH COMMENTARY: A, •, •, A, •, • 

Commentary becomes Spanish, no matter which mode is chosen. 

BONUS TRACK: A, A, •, ♦ , 

The Bonus Track, Frameout City, becomes active. 







moRtaL komBat tRiLocy 

Not the greatest beat-’em-up to grace the PSX, but it sold by the bucketload 
as a Platinum release. Need some moves? Here they are... 


High Punch: 

Low Punch: 

High Kick: 

Low Kick: 

Block: 

Run: 

Uppercut: 
Crouching Punch: 
Crouching Kick: 
Foot Sweep: 
Roundhouse: 

jump Punch: 
Jump Kick: 

Hop Punch: 

Hop Kick: 

Turning Punch: 
Turning Kick: 


Basic moves 

HP 

LP 

HK 

LK 

BLK 

RUN 

♦ +HP 
4+LP 

♦ +LK 
4-+LK 
4-+HK 

Jump+Punch 

Jump+Kick 

Punch as you push the joystick up. 

Kick as you push the joystick up. 

Jump over foe and punch as you pass their head. 
Jump over foe and kick as you pass their head. 


fiNisHiNC moves 

These are the moves you can perform on a stricken fighter when challenged 
to ‘Finish Him*. 


fataLities 

These are Mortal Kombat’s most famous feature. Perform a Fatality to finish 
your foe in a gruesome manner. 

stape fataLities 

These are only possible on certain stages, namely: The Pit, The Kombat 
Tomb, The Dead Pool, The Pit III, The Subway, The Bell Tower, and Scorpion’s 

In The Pit, Uppercut your foe to execute the stage fatality. In all other arenas. 








you need to perform the Stage Fatality sequence offered for your character. 
The results are as follows: 

THE PIT: The victim falls off the bridge onto a pit of spikes. 

THE KOMBATTOMB: They fly into a bed of spikes on the ceiling. 

THE DEAD POOL: Your foe falls into a river of acid and dissolves. 

THE PIT III: The victim is walloped into the rotating blades in the background. 
SUBWAY: The loser is knocked onto the tracks and hit by a train. 

BELL TOWER: It’s a long fall onto a bed of spikes here. 

SCORPION’S LAI R: The loser comes to a hot end in a pool of lava. 

aNimaLities 

Here the winner turns into an animal and kills his or her foe. To perform an 
Animality, you must first offer your opponent a Mercy as described later and 
then finish them off again before entering the Animality code. 

BaBaLities 

With this move you turn your foe into a baby instead of killing them. How cute. 
fRieNDSHipS 

Instead of hurting your foe, you do something nice for them. Another joke 
finisher. 


meRcies 

You can perform a Mercy if you win on the third round. Hold RUN and press 
+ ♦, then release RUN - a small part of your opponent’s energy bar is 
returned and he can fight on. 


BRutaLities 


Perform a ten-hit combo at the end of the fight and your opponent explodes. 


Finishing move DistaNces 

These are the distances at which you need to stand to perform a finisher: 

CLOSE: As close as you can get without moving the foe. 

SWEEPING DISTANCE: Just inside foot sweep distance. 

JUMPING DISTANCE: About half the screen away. 

FULL SCREEN: As far away as you can get. 









BaRaka 


Blade Spark: 
Blade Fury: 
Blade Spin: 
Blade Swipe: 


Fatality # 1 : 

Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


High Fireball: 

Low Fireball: 
Shadow Kick: 

Red Kick: 

Shadow Uppercut: 


Fatality # 1 : 

Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


speciaL moves 

+ *«-+HP 

4-, 4», ++LP 

*,-»+BLK 

4-+HP 


flNISHeRS 

4 », 4% ++HP (Sweep) 

Baraka chops his foe’s head off. 

♦ ^■►♦LP (Close) . ^ L , 

Baraka skewers his foe and lifts him off the ground. 
Hold HP (-►, ♦, +) release (Sweep) 

HP, HP, HP, LP, LP, BLK, HK, HK, LK, LK, BLK 

♦ ,-4,-4+HK 

LK, RUN, RUN, RUN, RUN 


yoHNNV cage 

speciaL moves 

f * 4*+HP 

+ *++LP 

4-, ++LK 
4-, 4-,-4+HK 

4-, 4,4-+HP 

flNISHeRS 

-4, *4+LP (Close) 

A decapitating uppercut. 

♦ , *,-4,++LK (Close) 

Cage makes his foe explode. 

i , +, ++HK (A step away) 

4-, 4-+HP 

HP, LK, HK, LP, HP, HK, HK, HP, HP, LP, HP 

♦ , ♦ , 4+LK 

^, 4«, ■►+BLK 












cLassic suB-zeRO 


Ice Ball: 
Ground Freeze: 
Slide: 


Fatality # 1 : 


Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


speciaL moves 

♦ w+LP 

4 *4.+LK 

◄-+LP+BLK+LK 

flNISHeRS 

♦ , f, f,++HP (Close) 

Sub Zero applies a head lock, but the screen fades 
before the kill. 

♦ , ■►, ■►♦HP (Close) 

Uppercut onto an ice spike. 

•►, i+LP (Close) 

+-►+HK 

HP, LP, HP, BL, LK, LK, HK, HK, LP, HP, LP 
+, +, <*, ++LK (Close) 

«*, ■►+HP 


cyRax 

speciaL moves 


Throw Net: 

Throw Bombs Close: 
Throw Bombs Far: 
Air jump: 

Teleport: 


«-+LK 

Hold LK (◄-, «-+HK) 

Hold LK (^,-^+HK) 

4-jT { -*+BLK 

* +BLK (can be done in air) 

flNISHeRS 


Fatality # 1 : 

Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


4 +HP(Anydistance) 

Cyrax spins like a helicopter and slices his foe. 

f+RUN (Close) 

Cyrax blows up, killing his foe. 

♦ , ♦ , f, f (Close) 

*>., <4»+HP 

HP, HK, HP, HK, HK, HP, HK, HP, HK, LK, LP 
RUN, RUN, RUN, t 
RUN, BLK, RUN 









eRmac 


Fireball: 

Teleport Punch: 
Telekinetic Slam: 


Fatality #1: 

Fatality #2: 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


speciaL moves 

-► % + t ^+LP 

4^1/ -#-+HP (can be done in air) 

*,«-+HK 

flNISHeRS 

RUN, BLK, RUN, RUN+HK (Close) 

Decapitating uppercut. 

J+BLK (Sweep) 

After four telekinetic slams, the foe explodes. 

-4, *-+LK 

f f f , - 4 -, 4 -+HP 

HP, HP, LP, BLK, HK, LK, BLK, HP, LP, LK, HK 
^+HP 

RUN, BLK, RUN, RUN+LK 


Fireball: 

Grab & Punch: 
Twirl Spin: 

Taunt Opponent: 


gORO 

speciaL moves 

++LP 

■►+HP 

-*+HK 

♦ , *+LK 

flNISHeRS 


Goro has no Finishing moves. 









HumaN smoke 


Spear 

Teleport 

Air Throw 

speciaL moves 

4-+LP 

4 * ++HP 

Block (Both opponents must be in the air) 

flNISHeRS 

Fatality # 1 : 

4-+ RUN (Outside sweep) 

Human Smoke possesses his foe. 

Fatality # 2 : 

RUN, BLK, RUN, RUN+HK (Outside sweep) 

Animality: 

Babality: 

Brutality: 

Friendship: 

Stage Fatality: 

A similarly gory ending. 

++HK (Half screen away) 

4, 4-, ++HP 

HP, HP, BLK, LK, HK, HP, HK, HP, HK, LP 

4, ++RUN 

■*, 4, 4+LP 


jaDe 

speciaL moves 


Blade Throw - Straight: •*>, <*+LP (♦, ♦+LPto bring it back) 
Blade Throw - Up: ^+HP 


Blade Throw - Down: 
Flash Kick: 

Invisibility: 

<*,++RUN 

4,-*+LK 

4-,^+HK 

flNISHeRS 

Fatality # 1 : 

RUN, RUN, RUN, BLOCK, RUN (Close) 
Uppercut onto her staff. 

Fatality # 2 : 

4, 4, 4,-*+HP(Close) 

Staff stab leads to explosion. 

Animality: 

Babality: 

Brutality: 

Friendship: 

Stage Fatality: 

4, ■►+LK 

4, 4,-*, 4 +HK 

HP, LK, HP, LP, HK, HK, LK, BLK, BLK, HP, HK 
4, 4-+HK 

4+RUN 









jax 

speciaL moves 


Single Missile: 
Double Missile: 
Speed Punch: 
Grab & Punch: 
Quadruple Slam: 
Back Breaker: 
Ground Punch: 


Fatality # 1 : 

Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


Energy Wave: 

Air Energy Wave: 
Ground Smash: 
Gotcha Grab: 
Quadruple Throw: 
Backbreaker: 


Fatality: 

foe’s head. 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


«-,-*+HP 

4-+HP 

-*+HK 

++LP (repeat LP for up to five punches) 
hold LP, HP, HP, HP, HP 
BLK (in the air.) 

Hold LK for three seconds, and release 
flNISHeRS 

hold BLK (♦,♦,+, ♦) and release (Close) 

Blades form from jax’s arms and he shreds his foe. 
RUN, BLK, RUN, RUN+LK (Full screen away) 

Jax swells and steps on his foe. 

hold LP (+, ■*, f, *0 and release (Close) 

^♦ +LK 

HP, HP, HP, BLK, LP, HP, HP, HP, BLK, LP, HP 
LK,' RUN, RUN, LK 
t*+LP 


cLassic jax 

speciaL moves 

+ \ + *«-+HK 

%+HK 

hold LK for three seconds, and release 
■►+LP (tap LP for up to five punches) 

Throw foe, then tap HP up to four times 
BLK (in air) 

flNISHeRS ' 

hold LP (+, ■►) and release (Close) 

jax performs a two-hand slap which crushes his 

♦, f^f +LK 

HP, HP, BLK, HK, LP, LP, HP, BLK, HK, HK, HP 
f, ♦, t +LK 
t, t, *+LK 
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kaBaL 


Fireball: 

Gear Slice: 
Tornado Spin: 


Fatality # 1 : 


Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


speciaL moves 

*■, ++HP (possible in air) 
4-,4-+RUN 
-*+LK 

flNISHeRS 


4, 4, «■, -*+BLK (Sweep) 

Kabal uses his respirator to make his foe’s head 
explode. 

RUN, BLK, BLK, BLK+HK (Close) 

Removing his mask, Kabal scares his foe to death. 
Hold HP (+, •*, 4, +) and release (Close) 

RUN, RUN+LK 

HP, BLK, LK, LK, LK, HK, LP, LP, LP, HP, LP 
RUN, LK, RUN, RUN, 4 
BLK, BLK+HK 


Knife Throw: 
Knife Uppercut: 
Flying Roll: 
Vertical Roll: 
Psycho Roll: 
Strangle Grab: 
Air Throw: 


Fatality # 1 : 


Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


kaNO 


speciaL moves 

4 *«-+HP 

4W+HP 

Hold LK for three seconds, and release 
4,-*+HK 
4,^+LK 

4 *++LP 

BLK (mid-air) 

flNISHeRS 

Hold LP (■*, 4, 4, ■►) and release (Close) 

Kano reaches into his foe’s mouth and pulls out his 
skeleton. 

LP, BLK, BLK, HK (Outside sweep) 

An eye laser heats his opponent until he explodes. 
Hold HP (BLK, BLK, BLK) and release (Close) 

■*,«*, 4, 4+LK 

HP, LP, BLK, HP, BLK, HK, LK, BLK, HK, LK 
LK, RUN, RUN, HK 
4, 4, *-+LK 









Knife Throw: 
Cannonball: 

Knife Spin: 

cLassic kaNO 

special, moves 

Hold BLK («-, +) 

Spin D-Pad 360 degrees toward opponent 
++HP 

flNISHeRS 

Fatality: 

f %++LP 

Kano rips his opponent’s heart out. 

Babality: 

Brutality: 

Stage Fatality: 

^ » 4^ +HK 

HP, HP, BLK, HK, HK, LK, HK, HP, HP, LP, HP 

«■ 

Teleport Stomp: 
Fireball: 

Grab and Pound: 
Taunt: 

kiNtaRO 

speciaL moves 

4, 4 

<«-, ■►+HP 

■*, -^+HP 

4, 4 +LK 

flNISHeRS 


Kintaro has no finishers. 
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kitaNa 


speciaL moves 


Fan Toss: 

■►+HP+LP 

Fan Lift: 

4-+HP 

Square Wave Punch: 

4 *«-+HP 


flNISHeRS 

Fatality #i: 

RUN, RUN, BLK, BLK+LK (Close) 

Kitana kills her foe with a kiss. 

Fatality # 2 : 

«■, ♦, ■►, ^+HK (Close) 

Using her fan, she decapitates her foe. 

Animality: 

4,4, 4+RUN (Sweep) 

Babality: 

■*, 4, -^+HK 

Brutality: 

HP, HP, BLK, HK, BLK, LK, BLK, LP, BLK, HP, BLK 

Friendship: 

4 , ■*, ++HP 

Stage Fatality: 

♦, *+LK 


kuNC Lao 


speciaL moves 

Hat Throw: 

+, ++LP 

Diagonal Kick: 

4+HK 

Teleport: 

4, 4 

2 X Teleport: 

4, 4, 4 

Whirl Spin: 

4, 4+LK 


flNISHeRS 

Fatality # 1 : 

■*, 4", 4+HP (Close) 

His hat sweeps through his foe four times. 

Fatality # 2 : 

RUN, BLK, RUN, BLK+ 4 (Any distance) 

Lao’s spin tears his foe apart. 

Animality: 

RUN, RUN, RUN, RUN, BLK (Close) 

Babality: 

4, ■►+LK 

Brutality: 

HP, LP, LK, HK, BLK, HP, LP, LK, HK, BLK, HP 

Friendship: 

RUN, LP, RUN, LK 

Stage Fatality: 

4, 4,-^,-^+LK 









Hat Throw: 
Teleport: 
Flying Kick: 
Whirl Spin: 


Fatality: 

Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


High Fireball: 
Low Fireball: 
Flying Kick: 
Bicycle Kick: 
Red Bicycle: 


Fatality # 1 : 

Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


cLassic kuNC Lao 

speciaL moves 

4-, -*+LP 
4, 4 

4 +HK (in air) 

4, 4+LK 

flNISHeRS 

Hold LP (+, «■, ■►), release - Up (Full screen away) 
Using his hat, Kung Lao decapitates his opponent. 
◄-+HK 

HP, LP, HK, HK, LP, LP, LP, LK, LK, BLK, HP 

4 . 4 +HK 

-^+HP 


Liu kaN£ 

speciaL moves 

-*+HP (can be done in air) 

*, -►+LP 

-►.-►+HK 

Hold LK for three seconds, and release 
Hold LK (◄», ■*) and release 

flNISHeRS 

4, 4+LK Oumping distance) 

Liu Kang turns into a fiery form and burns his foe. 
4,4,4, 4 +RUN+BLK (Any distance) 

A Mortal Kombat coin-op falls on his foe. 

4,4,4 (Sweep) 

4, 4, 4+HK 

HP, LP, HP, BLK, LK, HK, HK, LK, HK, LP, HP 
RUN, RUN, RUN, 4+RUN 
RUN, BLK, BLK+LK 
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miLeeNa 


Sai Throw: 
Teleport Kick: 
Roll: 


Fatality #i: 
Fatality # 2 : 
foe. 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


Fireball: 

Grab and Punch: 
Tail Trip: 
Teleport: 


speciaL moves 

Hold HP for three seconds, and release 
■*, -++LK 
+, 4+HK 

flNISHeRS 

4, 4, -*+LP (Close) 

Mileena devours her foe. 

*■, +, «*•, *>+LK (Full screen away) 

She swallows a jar of nails and spits them at her 

4, 4, ++HK (Close) 

♦ , 4,-^,^+HP 

HP, LP, LP, HP, BLK, HK, LK, LK, HK, BLK, HP 
4, 4, «■, ^+HP 
f, 4, 4+LP 


motaRQ 

speciaL moves 

* *«-+HP 

^+HP 

<«-+LK 


flNISHeRS 


Motaro has no finishers. 









Arrow: 

Hatchet Uppercut: 
Green Shield: 
Shadow Attack: 
Red Shadow: 


Fatality # 1 : 

Fatality # 2 : 

Animality: 

Babality: 

Brutality: 

Friendship: 


Black Orb: 
Shadow Throw: 
Teleport Throw: 


Fatality # 1 : 

Fatality # 2 : 

Animality: 

Babality: 

Brutality: 

Friendship: 

Stage Fatality: 


NICHtWOLf 

speciaL moves 

+ \ + *«-+LP 
+ %++HP 

+ t 4", ■4"+HK 
■►+LK 
-^+HK 

flNISHeRS 

hold BLK (♦, i , -►) and release (Close) 

A green glow disintegrates his foe. 

< 4 -, ♦ +HP (Outside sweep) 

Nightwolf’s tomahawk electrocutes his foe. 
(Close) 

*■, *-+LP 

HP, HP, HK, HK, BLK, BLK, LP, HP, HK 
RUN, RUN, RUN, ♦ 


NOOB saraot 

speciaL moves 

j %«*+LP 

■►,++HP 

♦ , t 


flNISHeRS 


*■, -*>+HK (Sweep) 

f, + , f+RUN (Close) 

■►+HK (Outside sweep) 

^+LP 

HP, LK, LP, BLK, LK, HK, HP, LP, BLK, LK, HK 
«»+HP 
*,++BLK 
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RaiN 


Energy Ball: 

Lightning: 

Roundhouse: 


speciaL moves 

t \++HP 

-►,^+hp 

4-+HK 


flNISHeRS 


Fatality # 1 : ■*, ♦ +HP (Close) 

A devastating uppercut which shatters his foe, who 
then reforms upside down. 

Fatality # 2 : ♦ ++HK (Sweep) 

Lightning kills his opponent. 

Animality: BLK, BLK, RUN, RUN, BLK (Sweep) 

Babality: *■, ++HP 

Brutality: HP, HP, BLK, LK, HK, BLK, LK, HK, BLK, HP, LP 

Friendship: ■*, «*+LP 

Stage Fatality: f, ■►+LP 


Lightning: 
Reverse Lighting: 
Torpedo: 
Teleport: 

Shock Opponent: 


RaipeN 

speciaL moves 

♦ *«*+LP 

♦ *4"+LP 

4 -, 4 », + 

♦ , ♦ 

hold HP for three seconds, and release 
flNISHeRS 


Fatality # 1 : hold LK for three seconds and release, tap BLK+LK 

(Close) 

Raiden electrocutes his foe until he blows. 

Fatality # 2 : Hold HP for eight seconds and release (Close) 

An explosive uppercut. To perform this one, you 
have to start holding HP before the final blow is struck. 

Animality: 4+HK 

Babality: 4, f, t+HK 

Brutality: HP, HP, HP, HP, BLK, HK, HK, LP, HP, HP, HP 

Friendship: 4, -4+HK 

Stage Fatality: 4, f, ♦ +HP 









dassic RaiDeN 


speciaL moves 


Lightning: 

+ V-4+LP 

Torpedo: 

4 ", 4-, -► 

Teleport: 

f , i 


flNISHeRS 

Fatality: 

4 -, 4 -, 4"+HP (Sweep) 

A bolt of electricity fries his foe’s brain. 

Babality: 

Brutality: 

4, f,*+HK 

HP, HP, HP, HP, BLK, BLK, HK, HK, HK, BLK, LP, HP, 

HP 

Stage Fatality: 

+ , *,-4+HK 


ReptiLe 

speciaL moves 


Acid Spit: 

Force Ball, Fast: 
Force Ball, Slow: 
Slide: 

Elbow Dash: 
Invisibility: 


-4,-4+HP 

-►+HP+LP 
4 -, 4-+HP+LP 
++LP+BLK+LK 

4-, -4+LK 

t, + +HK 

flNISHeRS 


Fatality # 1 : 

tongue and eats his foe. 
Fatality # 2 : 


+BLK (Outside sweep) 

Reptile removes his mask, extends his lizard 
f, f+HK (Close) 

Removing his mask once more, he vomits acid on 


his foe. 

Animality: 

Babality: 

Brutality: 

Friendship: 

Stage Fatality: 


+ , +, *, f+HK (Close) 

«4-, 4", f +LK 

HP, BLK, HK, HK, BUK, HP, LP, LK, LK, BLK, LP, HP 
f, - 4 , ++LP (Close) 

BLK, RUN, BLK, BLK 
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SCORPION 

speciaL moves 


Spear: 

Teleport Punch: 
Air Throw: 


Fatality #i: 

a cinder. 
Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


Missile: 

Double Missile: 
Heat Seeker: 
Teleport Punch: 


Fatality #i: 

Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


4-, 4-+LP 
♦ *++HP 

BLK (in air) 

flNISHeRS 


f, ♦ , i+HK flump distance) 

Scorpion breathes fire on his foe, burning them to 

■ 4 , ■►, 4-+LP (Outside sweep) 

A burning hand rises and grabs foe. 

■4, t, f+HK (Close) 
f , -►+HP 

HP, HP, BLK, HK, HK, LK, HK, HP, HP, LP, HP 
4 -, +, +■, ++LK (Close) 

■4, ♦ , t+LP 


sektOR 

speciaL moves 

■4, ++LP 
4", 4-, 4-+LP 

+ \ * 4-+HP 

■ 4 , -4+LK (can be done in air) 

flNISHeRS 


LP, RUN, RUN, BLK (Outside sweep) 

A clamp is used to crush his foe. 

■ 4 , - 4 , ++BLK (Inside jumping range) 

A flame thrower sizzles Sektor’s opponent. 
•4, 4, t (Close) 

4-, *, *, f+HK 

HP, HP, BLK, BLK, HK, HK, LK, LK, LP, LP, HP 
RUN, RUN, RUN, RUN, + flumping distance) 
RUN, RUN, RUN, * 










Fireballs - One: 
Fireballs - Two: 
Fireballs-Three: 

Fire Eruption: 

SHaNp tSUNG 

speciaL moves 

4-, ++HP 

-* + HP 

4-,*,*, ■►+HP 

+, 4-, ++LK 

Morphs: 

Baraka: 4, 4+LK 
johnny Cage: 4 -, <4-, 4 +LP 

Classic Sub-Zero: BLK, BLK, RUN, RUN 

Cyrax: BLK, BLK, BLK 

Ermac: 4,4,4 

Goro: <4, 4 , 4 +LP 

Jade: 4 , 4 , " 4 +LP 
jax: 4, 4, 4 +LP 

Classic Jax: 4, 4, ++HK 

Kabal: LP, BLK, HK 

Kano: 4 -, 4 +BLK 

Old Kano: 360 degrees counter-clockwise 

Kintaro: Hold LP for three seconds, and release 
Kitana: 4 , 4, 4 +RUN 

Kung Lao: RUN, RUN, BLK, RUN 

Classic Kung Lao: 4, 4 , ^+HK 

Liu Kang: Circle Joystick 

Mileena: RUN, BLK+HK 

Motaro: *4 >1 4 * 4 +HP 

Nightwolf: 4,4,4 

Noob Saibot: 4, 4 , 4 , ^+HK 

Rain: RUN, BLK+LK 

Raiden: 4, 4 , 4 +LK 

Classic Raiden: 4 , 4 *, 4 +RUN 

Reptile: RUN, BLK, BLK+HK 

Scorpion: 4,4, 4+LP 

Sektor: 4, 4 , 4 +RUN 

Shao Kahn: 4 », 4 +HK 

Sheeva: Hold LK (4, 4 , -4) and release 

Sindel: 4, -4, 4+LK 

Smoke: -4, 4 +LP 

Sonya: 4 +RUN+LP+BLK 

Stryker: *4, *4, 4 +HK 

Sub-Zero: 4 , 4, 4 +HP 
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flNISHeRS 


Fatality #i: 

Hold LP (f , +) and release (Close) 

Fatality # 2 : 

Tsung fells his foe onto a bed of spikes. 

Hold LP (RUN, BLK, RUN, BLK) and release (Close) 
He levitates his foe and steals his foe. 

Animality: 

sweep) 

Babality: 

Brutality: 

Friendship: 

Stage Fatality: 

Hold HP (RUN, RUN, RUN) and release (Outside 

RUN, RUN, RUN+LK 

HP, BLK, BLK, BLK, LK, HP, LP, LP, BLK, HK, LK 

LK, RUN, RUN, f (Outside sweep) 

♦ , ♦,«-+LP 

Fireball: 

Flammer: 

Shoulder: 

Flying Knee: 

Grab & Punch: 
Taunt: 

Laugh: 

SHao kaHN 

speciaL moves 

++LP 

◄-,«*+HP 

♦ %-*+LP 
f \«*+HP 
-►.-►+HP 

♦ , f+LK 
f, i+HK 

flNISHeRS 


Shao Khan has no finishers. 







SHeeva 


Fireball: 

Ground Stomp: 
Teleport Stomp: 


Fatality # 1 : 

tent peg. 
Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


Float: 

Fireball: 

Two Fireballs: 
Air Fireball: 
Scream: 


Fatality # 1 : 
Fatality # 2 : 
spin. 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


special moves 

4 \ ++HP 
4-, 4.4-+HK 
4, i 


fataLities 

♦ , ♦.♦+LP(Close) 

Sheeva hammers her foe into the ground like a 

Hold HK (♦, ■*■, ■*) and release (Close) 

The four-armed one tears off her opponent s skin. 
RUN, BLK, BLK, BLK, BLK (Close) 

♦ , ♦ , f,«-+HK 

HP, LP, BLK, LK, HK, BLK, HK, LK, BLK, LP, HP 
♦, ♦+HP 

♦ ♦.♦+LP 


siNDeL 


speciaL moves 

4-, 4-, -►+HK 
-4, -4+LP 

4-, ++LP 
4W+LK 
-4,-4,-4+HP 

flNISHeRS 

RUN, BLK, BLK, RUN+BLK (Close) 

A scream tears Sindel’s foe’s skin away. 

RUN, RUN, BLK, RUN, BLK (Outside sweep) 
Using her hair, she sends her foe into a terminal 

f+HP (Close) 

RUN, RUN, RUN, i 

HP, BLK, LK, BLK, LK, HK, BLK, HK, LK, BLK, LP 
RUN, RUN, RUN, RUN, 4 
4, 4, 4, 4+LP 
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smoke 


speciaL moves 


Harpoon: 

4-+LP 

Teleport Punch: 

■*, «*+LK (can be done in air) 

Invisibility: 

t, f+RUN 

Air Throw: 

Block (in mid-air) 


flNISHeRS 

Fatality #i: 

i , i , f (Full screen away) 

Smoke releases bombs and destroys the entire 

Earth. 

Fatality # 2 : 

hold RUN+BLK (f , f , *►, f) and release (Sweep) 
Smoke rams a bomb down his opponent’s throat 

with predictable results. 
Animality: 

f , ++BLK (Jumping distance) 

Babality: 

*, ◄-+HK 

Brutality: 

HP, LK, LK, HK, BLK, BLK, LP, LP, HP, HP, BLK, BLK 

Friendship: 

RUN, RUN, RUN+HK 

Stage Fatality: 

*+LK 


soNya BLaDe 


speciaL moves 

Energy Rings: 

f *++LP 

Flying Punch: 

«-+HP 

Leg Grab: 

♦ +LP+BLK 

Bicycle Kick: 

♦+HK 


flNISHeRS 

Fatality # 1 : 

^+RUN (Outside jump) 

Sonya’s kiss burns the flesh from her foe. 

Fatality # 2 : 

hold BLK+RUN (+,+.*,+) and release (Full 

screen away) 

Sonya blows a bubble which captures and crushes 

her opponent. 

Animality: 

Hold LP (<♦•, *>, +, ■►) and release (Close) 

Babality: 

f ,^+LK 

Brutality: 

HP, LK, BLK, HP, LK, BLK, HP, LP, BLK, HK, LK 

Friendship: 

*■, 4+RUN 

Stage Fatality: 

■*, 4+HP 









High Grenade: 
Low Grenade: 
Fire Gun: 
Baton Throw: 
Baton Trip: 


Fatality # 1 : 

Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


stRVkeR 

speciaL moves 

4 *<-+HP 
4 *«-+LP 

«-,++HP 

+,++HK 

4-+LP 

flNISHeRS 

♦ 4 ,-^+BLK(Close) 

Stryker plants explosives and blows his foe. 

++LK (Full screen away) 

He fires a taser, electrocuting his opponent. 
RUN, RUN, RUN, BLK (Sweep) 

4 ++HP 

HP, LP, HK, LK, HP, LP, LK, HK, HP, LK, LK 
LP, RUN, RUN, LP 
f, 4+HK 


SUB-ZeRO 

speciaL moves 


Ice Ball: 

Ice Shower On Opponent: 
Ice Shower In Front: 

Ice Shower Behind: 

Ice Clone: 

Slide: 


4 * ■►+LP 

4 %-*+HP 

*,-*,«-+HP 

4 , * -«-+LP (Can be 
4-+LP+BLK+LK 


done in air) 


flNISHeRS 


Fatality # 1 : 

Fatality # 2 : 

Animality: 
Babality: 
Brutality: 
Friendship: 
Stage Fatality: 


BLK, BLK, RUN, BLK, RUN (Close) 

The frosty one freezes and then shatters his foe. 
4 -, 4 , *-+RUN (Outside sweep) 

After a freezing mist, the striken fighter shatters. 

(Close) 

4 , +, «-+HK 

HP, LK, HK, LP, HP, HK, HK, HP, HP, LP 
LK, RUN, RUN, i 
-*+HK 









SHao kHaN’s tReasuRe cHest 


After completing the game, you get to choose a box. Here’s what’s inside: 


Box 1 : 

Character’s ending 

Box 2 : 

Fight Chameleon 

Box 3 : 

MKi classic endurance kombat 

Box 4 : 

MK 2 classic endurance kombat 

Box 5 : 

Random Prize 

Box 6 : 

Fatality Demo 1 

Box 7 : 

Fatality Demo 2 

Box 8 : 

Fatality Demo 3 

Box 9 : 

Super Endurance Kombat 

Box 10 : 

Battle with Shokan Champions 

Box 11 : 

Mega Endurance Kombat 

Box 12 : 

Supreme Fatality 


CHeats 

access ? scReeN 

On the options screen, hold L 1 +R 1 +L 2 +R 2 and press i. You hear a boom, 
and can access the *?’ box. The options within are: 

One Button Fatalities 
Instant Aggressor 
Normal Boss Damage 
Health Recovery 
Low Damage 

The one-button finishers are: 

HP: Brutality 
HK: Fatality #1 
LK: Fatality #2 
LP: Stage Fatality 
Ri: Friendship 
R 2 : Animality 
L 2 : Babality 


speecH 

Hold both the RU N buttons after doing the stage fatality in Scorpion’s Lair to 
hear Shao Khan say ‘Crispy’. To make Dan Forden appear and say it, hold 
both Punch buttons. For both, hold both sets of buttons. 

To make Dan say ‘Frosty’, freeze your foe when his energy bar shows he’s in 
danger. 







pLav as cHameLeoN 


Choose any ninja 
◄-+R1+R2+A+B. 


character and before the round starts, hold 
Chameleon has the same abilities as the ninja you 


selected. 


RaNDom cHaRacteR seLect 

On the Character Select screen, without moving the cursor, press t and 

Start. 


stape seLect 


Highlight Sonya on the Character Select screen, hold Start and press ♦.You 
hear an explosion. Choose your character, then select a stage of your choice. 


rI.as.SIC CHaRaCteRS 

To find classic versions of some of the characters, choose them with the 
Select button. The characters with classic versions are Kano, Raiden, Kung 
Lao and Jax. 
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commaND & coN9ueR 

It may have been over-shadowed by the far-superior Red Alert, but 
Command & Conquer is still one of the hottest strategy outings on the PSX. 
Here’s a guide to beating every mission. It’s not the only way through the 
game, but it will certainly take you to that elusive end screen. 

cLoBaL pefeNce iNitiative 

missiON 1 - estONia 

Objective: Destroy or Capture all NOD units and structures. 

Use your boats to take out the turrets and send in a task force to clear a 
beach head. Now comes the tricky (or at least trickier) part. Move your MCV 
next to the Barracks and build a Construction Yard. Use this to build the 
inevitable Power Station and a second Barracks - you need all the infantry 
you can get here. 

Put a wall around your base to stop minor enemies getting in, then scout the 
area with your new troops. You soon find the enemy base in the north. Over¬ 
run it, capturing the buildings, which you can then sell. Hint - wait for the 
harvester to return before taking the Refinery. 

missiON 2 - Latvia 

Objective: Destroy or capture all NOD units and structures. 

There’s a tiberium patch to the north - unload your Construction Yard near it and 
build a Power Plant, Refinery and Barracks. Make Grenadiers and Minigunners in 
equal numbers, and station some at the small path to the north-east, which is 
from where the enemy arrive. Take more men east to find a Missile Silo (trash it) 
and more tiberium. When you’ve a decent force, move it north. 

When attacking the enemy base, take out the SAM sites around it. You get 
air support. Take out a small area of the base’s defences, but concentrate 
your troops in a different area completely. While the enemy is engaging your 
infantry, your Engineers can slip in unnoticed and capture enemy structures. 

missiON 3 - poLaND 

Objective: Retrieve the stolen equipment transported in a shipping crate. 

Ignore the enemy buggies and Rocket Infantry from the north-west. Instead 
load all your men into APCs and charge west, taking out anything you meet, 
then turn sharply north. Don’t worry about incurring casualties - just find the 
enemy tank and soldiers inside the fence, then run onto the nearby crate. As 
soon as you reach it, you’ve won. 








missioN 4 - ceRmaNy 

Objective: Repair GDI base, then destroy NOD base and all units. 

First of all, move east and repair the base, securing it by reinforcing its 
northern defences. Assign a Tank to protect the Harvester it s already 
damaged, and if you lose it, you’re seriously short of funds. Build a fast, 
mobile army and take it north, then west overthe ford - this takes you to the 
base’s most vulnerable side. The Airport is a priority target, as it stops NOD 
reinforcements arriving. 

miSSTON s - czecH RePUBLlC 

Objective: Use a GDI Commando to infiltrate the NOD base and destroy the 
airfield. 

Target the Infantry and SAM sites and wait for the Chinook to pick you up. 
Move your Commando into it, and fly across the river to the marker flare 
(look for yellow smoke). Dispose of all enemy infantry at this point, or the 

Take out the SAMshe on the'cliff to the left and then clean up any Rocket 
XSy patrolling the area. Move the chopper into the valley, and wait for the 
enemvforces to move towards you. Get back into the chopper and make a 
move for [he original start location - they follow. Now, with the base less well 
guarded, fly the Commando near to it (but not so near the enemy SAM sites 
come into play) and move on the airfield, blowing up this and nothing else. 

missioN 6 a - sLovakia 

Objective: Protect Moebius and civilians; eliminate NOD presence. 

There's a hospital to the west that must be protected - send a force across 
the bridge. Use a Tank or two, along with various Infantry ^ n,ts »?f pe ^ a y 
Rocket Infantry. Take out the enemy Tank that appears, and sandbag 
area, protecting the main accesses to the hospital. Build a Guard Tower^too. 
In the main, the NOD forces attack from the north using Flame Throwers and 
Rocket Infantry, who are helicoptered in - make sure you have Rocket 
Infantry of your own to shoot it down before it unloads. Build your funds by 
harvesting the tiberium from near the hospital and in the south-east corner 
of the map. The enemy bases are in the north-east, a site vulnerable to 
attack from the west, and in the north-west, a base you should take from the 
south. 

missioN 7 - czecH RepUBLic 

Objective: Previous mission objective not complete. Airfield was to be 
targeted. New objective: Build up a base and destroy remaining NOD 
structures and units. Reinforcements will be provided. 










If you play your cards right, you should avoid this mission. It’s forced on you if 
last time you went to the Czech Republic you destroyed buildings you took out 
NOD structures other than the Airport. You must now take the entire base. 
From the start, you’re attacked from the north and the east by enemy 
Infantry. Repel this attack and move into the northern area to look for 
tiberium, watching out for enemy vehicles and bazookas. The enemy also 
have Gun Turrets to the east and north-east, and also SAM sites. 

The base, found in the north-east, has two main entrances. These are found 
to the south and west, and are guarded by Gun Turrets. The base inside is 
basically the same as it was first time you attacked, so you should be 
familiar with it by now. 


missiON 8a - austRia 

Objective: UN Sanction has cut funding to the Global Defence Initiative. Field 
Units are helpless. Use the repair facility to keep your units in the field long 
enough to destroy the NOD base in this region. All NOD units and structures 
must be destroyed. 

This one starts with your having already been damaged. Move east onto 
your own base and repair everything, including all vehicles and buildings. 
The enemy base is to the north of your position, so the two bridges between 
your position and the NOD stronghold are of paramount importance. Send a 
mixed force of Bazookas, Tanks, Grenadiers and a Rocket Launcher north to 
the first bridge, taking out the Flame Tank. Move north once more, with the 
Bazookas and Grenadiers taking the front line and dealing with any enemy 
Tanks in the area. You reach the next bridge, guarded by Tanks and 
footsoldiers. Take these out then sweep west to bombard the enemy base, 
continuing to move west until the base is totally destroyed. Finally, move 
into the north-west corner to take out the last few enemy installations. 

The key here is to keep your units repaired rather than let them be 
destroyed - you can’t replace them. 

missiON 8 b - sLovakia 

Objective: Dr Moebius is establishing a Hospital to treat the civilians in the 
region who are falling ill due to exposure to tiberium. Protect Moebius and 
the civilians. Eliminate NOD presence in the area. 

To the left of your starting position is a bridge. Secure it and move some 
units west. You find a Hospital which must be protected at all costs. Make 
sure you’ve some Grenadiers as there’s an enemy Tank nearby. Build a Guard 
Tower near the Hospital and sandbag the area around the blossom tree, 
after the Harvesters have done their work. 

Once again, the enemy base is split into to - look in the top-left and top-right 
corners, approaching the left base from the south and the right one from the 
west. Take one of the bases, then build a sandbag link to the other and send 
in Engineers and Tanks. 





miSSION 9 - HUNCaRy 


Objective: Take out NOD turrets along shore so gunboats can move in safely 
on the NOD base. The NOD base must be destroyed. If gunboats can get in, 
they should be able to destroy the base with no difficulty. Keep an eye out 
for the new weapon NOD is rumoured to be working on. 

This new weapon is a laser in the shape of a scorpion’s tail that can take out 
Gunboats with a single shot. This is a little awkward considering you ve 

some on the way, and they’re sailing within ran ^f? .^Refinery a 
Fstablish a base in the north, near the tiberium fields. Set up a Refinery, a 
Power Plant and ^Weapons Factory. Defend the west and south sides of 
your base (Guard Towers are enough) and build a second ^ arves * er t ° rais 
funds Troops are dropped by helicopter in the south. Destroy the Gun 
Turrets, go west and get the money crate, then get into the helicopter an go 

Move over the bridge and start farming the tiberium, but don’t attack the 
base yet or the GDI Gunboat is released - the scorpion-like Obelisk of Lg 
will have it for breakfast. Instead, stay on the defensive and build funds- 
When you’re ready, attack the NOD base by going to the north-west extreme 
of the map and moving south - the Obelisk of Light can t reach this area^ 
Make sure your task force is full of tanks and infantry to topple the enemy 
defences, then send an APC of engineers to take oyer key installations - 
Power Stations should be a priority, as this leaves the Obelisk 
underpowered. When it’s down, attack the two Gun Towers, which summons 
the Gunboats. The rest of the battle should now be a matter of time. 

missioN iQB - RomaNia 

Objective: UN funding has been re-established. You now have access to a 
new aircraft, the Orca. This unit is to be used to scout out the immediate 
area. Destroy all NOD presence in this region. 

Guard the northern and southern edges of your territory. Yourbase. 
attacked very early on, so build it up as quickly as possible Use Grenadiers 
and Bazookas to take out nearby Gun Turrets, then move through the valley 
north-east to me enemy base. As soon as you see the twin Gun Turrets, stop 
moving east and tackle the base from its southern edge. Move north, 
capturing or destroying the enemy Power Stations, powering down the 
Obelisk of Light. Keep pressing through until you take the base. 


missioN n - CReece 

Objective: Intelligence operative, code-name Delphi, has info on Kane and a 
new bio-research laboratory. After landing on the beach here in Corinth 
move north to make contact with him. NOD will attempt to stop you. You 
must reach Delphi. 







Stealth is of the essence here. Move your forces, including the undeployed 
MCV, east along the coast, avoiding rather than attacking the Gun Turrets, 
but take out the tank that comes your way. Go north between the hills and 
then east again, founding your base near the eastern tiberium fields. Take 
out the Flame Tank guarding the bridge to the north to secure access to the 
enemy base’s weak flank, its south side. The base, found in the north-west, 
is guarded by an Obelisk of Light and two gun turrets, so make sure you hit 
the Power Stations. These are on the southern side of the base, right where 
your forces are aiming. When the base is neutralised, press east to find the 
Delphi. 


missiON 12a - aLBaNia 

Objective: A GDI base is under siege in this region. Dr Moebius is trapped in 
the base. Move in, grab Moebius, and then a transport helicopter will be 
sent to you. Get Moebius into the transport. Make sure there are no SAM 
sites in the area or else the transports will be useless. 

Reinforcements join you, but a helicopter which follows them comes to a 
sticky end. Don’t worry - there was nothing you could do. Repair your 
damaged facilities and sell the Hospital. Invest the money in some serious 
Tank power. Advance as far as the bridge, which you should secure. Use the 
APC to transport troops north over the river, dodging the enemy tanks. Go 
east to the next weir and then south to a small town - you find a money 
crate. 

Now it’s time for some really serious reinforcing before the big battle. Build 
as much infantry as you can, then move west to take out enemy forces, 
eventually reaching the base. You’re ideally placed to destroy Power 
Stations and neutralise the SAN sites, leaving the way clear for Moebius’ 
rescue chopper. 


missiON 1? - vucosLavia 

Objective: Delphi’s info decoded and Kane has been found. He is overseeing 
experiments at a bio-research facility in this area. Destroy facility while we 
have him cornered. Build an Advanced Communications Centre to access the 
new Ion Cannon. It will greatly assist you in your objective. 

The Facility is in the north-east corner and is poorly guarded - there are no 
SAM sites there. However, there’s another base just above your starting 
position. 

Build a Refinery as quickly as possible, as there are rich seams of tibernium 
in the north and west. Build Infantry and Tanks to take out the SAM sites on 
the southern flank of the middle base, sending a Hum-Vee to scout for the 
other one. Build around half a dozen Orcas and bomb the Facility, while your 
engineers capture and loot the central base. 





missiQN u - vucosLavia 


Objective: We have learned the path of evacuating NOD forces. They are 
moving through this valley. Cut them off so that they can’t rejoin the main 
force. Attack and destroy all the vehicles in the NOD convoy. 


Time to use your Hum-Vees in a reconnaissance role once more. Go north¬ 
west until you reach a ford. Cross and head south-east and attack the enemy 
units you find on the other side. When you’ve finished, set up a roadblock to 
prevent enemies crossing the bridge in the east. Send a Hum-Vee as a 
decoy, drawing the enemy to the roadblock on the bridge. If you ve got a 
Rocket Launcher aimed at its centre, the enemy should ram their heads 
against a brick wall as they cross in single file, walking straight into your 

Movevour tanks and rocket launchers, but leave some minor items guarding 
the bridge to prevent awkward foes dribbling across and on to your base. 
There are artillery units in the northern hills; look to the north-east. Take 
them out and Stealth Tanks appear - good job you secured the bridge. Use 
your Tanks and Rocket Launcher to destroy them, then move your forces 
east over another bridge, then sweep west. You face more Stealth Tanks, but 
they’re not too tricky. From here on, it’s just a mopping up excercise... 


missiQN isa - BQSNia 


Objective: The Temple Of NOD has been located. We are sure Kane is there. 
Destroy him, the temple, and any other remnant of NOD that exists there. 
NOD has been rumoured to have completed its own nuclear device so its do 
or die’ time. Let’s do it... 

Move west to tackle the suicide soldiers who attack your MCV. An APC soon 
arrives - unload it. You’ve a couple of engineers - great! There’s an NOD 
Communications Centre and Power Station nearby just crying out for 
capture. Build here, and construct a Barracks - watch out for another attack, 
and be sure the enemy engineers don’t steal their buildings back, or even 
swipe one of yours. 

The enemy appear to be coming from the gap in the west, so plug this with 
sandbags. Improve your base by upgrading to an Advanced Power Station 
and building Advanced Guard Towers to the threatened west wall, but make 
sure you’ve a Refinery and a couple of Harvesters first. As soon as you can 
afford it, add an Advanced Communications Centre too. Now it’s time to 
think about going on the offensive. After building a wall blocking the river 
crossing to the west, cutting off the eastern section of the map, you should 
build a Weapons Factory and churn out some tanks. Move south with Tanks, 
Grenadiers and Bazookas, and take out the Gun Turrets, pressing on to the 
SAM site. There’s a base just west of your starting position; its weakest front 
is the southern one, so cross the bridge to the left of your base, trashing 
enemy structures and reveal the base itself, using a Hum-Vee to press north 
and find an Obelisk of Light, moving out again before it’s destroyed. By now 





you should have an Advanced Communications Centre - build the Ion 
Cannon and use it to take out the Obelisk. Take out the Gun Turrets with 
Grenadiers, then blow the western walls with your Tanks. Drive in an APC full 
of Engineers and take over the Construction Yard, Refineries and Power 
Plants. Build a Barracks and Weapons Factory with your new ill-gotten gains 
and churn out more war machines (especially Orcas), taking them south to 
the Obelisk and Power Station. Use ground units to take out the SAM sites, 
then use Orcas to finish off the structures. There’s another such cluster to 
the east, so take these out too. 

Now it’s time to attack the main base, to the south. Take out the SAM sites 
with Tanks, using decoys to open a gap in the NOD defences. Attack the 
Power Stations on the north side of the base to disable the Obelisks of Light 
protecting the eastern entrance, then charge in and make mayhem. Move 
west to take the Temple, guarded by a SAM site and an Obelisk, then sweep 
the map of any stray NOD units to complete the game. 

BROtHeRHOOD of NOD 

missiON 1 - LiBya 

Objective: Eliminate the nearby village’s leader, Nikoomba. 

Move south and trash any foes you see. Go west over the bridge, destroying 
the Hum-Vee and soldiers, and then go north to take your target. 

missiON 2 - ecvpt 

Objective: GDI has kept a stranglehold on Egypt for many years. Set up a 
forward attack base in your area. 

Move north-west to the tibernium fields, set up your base, build lots of 
troops and march them north-west to take the foe. It’s that simple - oh, but 
don’t forget to take out the power plant then use engineers to capture and 
sell the rest. 


missiON 5a - supaN 

Objective: GDI has established a prison camp, where they are detaining 
some of the local political leaders. Kane wishes to liberate these victims. 
Destroy the GDI forces and capture the prison, do not destroy it. 

First, move west to the tiberium fields, and build your base on the edge of it. 
Keep guard against the (very) occasional attack from GDI forces, assigning 
troops to protect your harvester. When you’re ready, move north-west to the 
enemy base and take out the Guard Towers and other such structures - but 
not the prison. This you must capture. Build two or three engineers, use 
other units as decoys and sneak them in - when one makes it, you’ve won. 







missioN aa - cHap 


Objective: GDI is attempting to relocate a village of sympathetic civilians. 
Intercept the convoy and destroy it. It is imperative that the villages be 
totally destroyed, as a lesson to any other natives who may oppose us. 

Keep your troops in one group, advancing step by step without losing 
formation. Send a Buggy to tease a small number of enemies into following 
it, then lead them to the main group - and trash the foes. Keep doing this 
until the day is yours. 


missioN 5 - mauRitaNia 

Objective: Our brothers within GDI tell us of A-io strike jets scheduled to be 
deployed here soon. Our suppliers have delivered new Surface-to-A.r 
Missiles to aid you. Use the SAMs to defend your base, then seek out their 
base and destroy it. 

Build your base to the east of the starting point, again near the edge of a 
tiberium field, then build an Airstrip. You can now build SAM sites. Use them 
near the edge of your base, and protect them from ground attacks. 

The enemy, based in the north-west, is protected by Guard Towers. Send 
your Tanks and Recon Bikes (to fill in the map) to the north-western corner 
behind the compound and trash the construction yard, then follow up with 
engineers to capture the rest. 

missioN 6a - ivory coast 


Objective: GDI has imported a Nuclear Detonator in an attempt to sway a 
few local political leaders. Penetrate the base and steal the detonator. A 
chopper will be sent to meet you at a designated landing zone. Look for the 
landing flare once you have stolen the device. 

The units on the ridge aren’t really that important, so use them as cannon 
fodder to take out the Grenadiers and Tanks, freeing up space for your 
remaining forces. Take them south then east and on to the two Towers - rush 
in and collect the device from the south-east corner of the base, protected 
by a wire fence you need to blast with a tank. Leave by the gap in the 
sandbags and race to the flare, on the ridge south of here. You don’t need to 
trash the base or win the fight to succeed in this mission - just get the 
nuclear device to the flare. 

missioN 6c - NiceRia (RiCHt aRRQw) 

Objective: GDI has imported a Nuclear Detonator in an attempt to sway a 
few local political leaders. Penetrate the base and steal the detonator. A 
chopper will be sent to meet you at a designated landing zone. Look for the 








landing flare once you have stolen the device. 

Move the Buggy and Infantry south to avoid the enemy Tanks, Grenadiers 
and Bazookas, and use your Recon Bike to unveil their position. Take out 
strays around the edge of the enemy formation, eventually causing the 
enemy to march south. You should absorb and repel their attack. Go north 
and look for a soldier hiding behind a tree. Kill the look-out and send the 
Recon Bike north-west to find the foe. 

Take over the bridge to the north and move on to the Guard Tower - trash it 
and move a tank on top of it so stop the GDI rebuilding it. You’re now in the 
enemy base. Use Tanks to crush the Infantry who pour out to attack and 
then sneak a fast-moving unit in to steal the crate just north of the refinery. 
Flee south to the waiting chopper. 


missiQN 7a - caBON (Left aRRQw) 

Objective: The Brotherhood has located a huge field of tiberium in the area. 
The nearby village has laid claim to the field. Eliminate the villagers, as to 
prevent any infection of our own workers. GDI forces are reported to be 
minimal so elimination of them is of secondary importance. 

There’s a base to the north of your starting position; to reach it you must 
move south over the bridge and then west through the valley. You’re hassled 
by a Hum-Vee on a recon mission, but ignore it. Your Infantry should stop to 
take out the village nearby. The tanks soon reach a village too - cross the 
bridge to its north and then go east to find a decimated NOD base. Repair 
the buildings that are already there, and build a Hand of NOD and a 
Construction Yard. In the village to the south-west is a money crate, but 
grabbing it triggers an attack by the GDI (they have a base to the south). 
Instead, send your Infantry to the Power Plant and Hospital to the south of 
the church. Use your engineers to capture them and then sell them. 

Time to fortify your main position - move every unit you have north of the 
bridge and lay down some serious roots. Build lots of Tanks and a few Bikes 
for recon. Build sandbags on your west flank. When you’re confident your 
base is strong enough, send a Bike to pick up the crate and build another 
Harvester with the money - that should keep the lolly rolling in! Your supply 
of tiberium is bigger than the GDI’s, so soak up every attack they throw at 
you and keep rebuilding. When their Harvester exhausts its supply, tackle it 
as it crosses the bridge. Robbed of the chance to rebuild, the outcome is 
now inevitable... 

missiQN 7 B - cameROON (miPPLe aRRQw) 

Objective: The Brotherhood has located a huge field of tiberium in the area. 
The nearby village has laid claim to the field. Eliminate the villagers, as to 
prevent any infection of our own workers. GDI forces are reported to be 
minimal so elimination of them is of secondary importance. 





This one is very similar to the Gabon mission. The only main differences are 
that the enemy usually attack from the south and the main bridge is 
guarded by Hum-Vees and Infantry. For this mission, build a light, mobile 
force with a couple of Tanks, Infantry, Cycles and Buggies. Move north over 
the river and use Tanks to take out the Guard Tower up ahead, then move 
north through the enemy base and trash the village beyond it. 

mission 8a - zaiRe (Left aRRQw) 

Objective: Since we are low on troops, you have to make use of all available 
resources. Locate the abandoned GDI base in the area and restore it to 
operational status. Once that is done, use GDI’s own weapons against them. 
Be sure that no GDI forces remain alive. 

In the top-right corner of the map is an abandoned NOD base. You have a 
fight on your hands getting there, but not a very significant one. When you 
get there °a helicopter is sent to you. Climb in and fly to the GDI base over 
the river in the south. Sell the Construction Site on the NOD base (you won 
need it) and build a Hand of NOD, after fixing the Power Station. Build 

Back at the GDI base, use your Flame Throwers to clear the base and then 
move down your Engineers to capture its buildings and take over. Once 
again, wait until the Harvester has docked before going for the Refinery 
Now you must build up your newly-acquired base. Build Barracks, and a 
second Harvester to gather the tiberium found to the west and south. 
They’re protected, so send escorts with your Harvesters. 

Now it’s time to look towards the true enemy base, rather than the near- 
abandoned one you just took over. Move south-west and take out the tanks 
with Grenadiers and Bazookas. Watch out for Orcas too - reserve some 
Bazookas just for them. When you’ve cleared the hills, spread your own 
forces across them and prepare to advance on the base. Send a decoy force 
at the northern front and the true attack from the south. Keep away from the 
water as much as possible as it’s patrolled by Gunboats. 


missiON 9 - ecypt 

Objective: GDI is attempting to retake Egypt. Use eveiy available resource in 
your efforts to stop them. The populace has once again swayed in support 
of GDI forces, so show no mercy in dealing with the villagers. 

Starting with your lone Commando, go to the north-wet corner and unite 
with the two Engineers and four Bazookas. Have the Commando take out 
the Infantry on the bridge and cross over, killing the Grenadiers near the 
tree. Taking care to watch for enemy action and friendly troops, move north¬ 
west and take out the enemy troops. Use the Bazookas to take out the 
approaching Hum-Vee and the Commando to deal with the accompanying 
Grenadiers. Move your Rocket Infantry around the hill and then south and 
west through the valley. Keep the Commando moving south-west until he 






reaches the NOD base. Home at last! 

Time to start building. Use a Hand of NOD to protect the base, for which you 
need (naturally) a Power Station. Build some Engineers too, ready to rob the 
GDI of their buildings. If you can spare a Bike, there’s a church in the top-left 
corner with a money crate in it. 

Enemy attacks come from beyond the tiberium fields, so defend these areas. 
Build a Guard Tower near the water to deal with the boat. The enemy is in 
the north-east corner; attack from the bridge where the Bazookas were first 
found and move east to the guard tower, then south to the tiberium. Move 
east and capture the Power Stations and Construction Site, taking out the 
Guard Towers and following up with Engineers. 

missioN lOB - taNzaNia (RiCHt aRROw) 

Objective: GDI is developing a new, heavily armoured tank. Our spies have 
located the GDI R&D base. Use your small strike force to locate and penetrate 
the centre. Be sure to destroy the tanks in the base and the factory. 

Using your Commando, take out the Grenadiers on the hill to the north. 
Follow up with your mobile artillery and take out the tanks while remaining 
out of their range. Take the Commando to the east bridge as a decoy, and 
bombard the Hum-Vee with artillery as it approaches. The Commando can 
deal with the soldiers. 

Occupy the bridge with all units, taking the Commando a little further to the 
west past another bridge and into four infantrymen - kill them at extreme 
range, before they can get an attack. Move the other units to his position 
and take them south, Commando first, over a bridge and then west - the 
enemy base at last. Entering the west side, just take out everything in there. 

missioN 11a - NamiBia (Left aRROw) 

Objective: GDI has captured one of our technology centres. You must 
recapture the base and recover the stolen information. 

Starting from the south-east corner of the map, trash the Tank (it’s a lone 
wolf) and move west with the artillery. Send a lone Minigunner ahead of 
them, and make him retreat when the enemy Grenadiers move forwards to 
get him. He’ll probably cut you out of his will, but he lures them into a trap. 
Travel east over the next bridge and take out the Tank. THIS IS VITAL! Let him 
live and he destroys what’s left of your base. Go west to the base, take out 
the left Guard Tower and then sneak in Engineers to capture the GDI 
constructs - all of‘em. Reinforce the base with the intention of repelling an 
attack from the south. Send a runner in this direction to open a little map 
and grab the money crate from the church down there. 

When you’re ready, progress north-east and take out the enemy tanks. Build 
yourself a speedy, stealthy attack force and be on the lookout for Orcas and 
Mammoth Tanks, both of which rear their ugly head. With the last of the 
defenders out of the way, get in there and trash it. 





missioN 12 - BQtswaNa 


Objective: Somewhere in this area there is a GDI Advanced Communications 
Centre. Inside this centre are the firing codes for their orbiting Ion station. 
The Brotherhood must have these codes. Capture the centre and retrieve the 
codes, do not destroy the centre. 


Where do you found your base? You need to cross the bridge to the west, 
but there are two enormous Mammoth Tanks in the way. Take these on and 
you’re trashed, so send a Bike as a diversion - attack them and head north, 
allowing the tanks to follow. Cross the bridge with your MCV and its 
entourage, and set up home. Build up your base as per usual (you should 
know how to do this by now) and place the emphases on defending the 
northern side. Expect airstrikes - build SAM sites a little way away from th 
base and protect them with Guard Towers and maybe even an Obelisk of 
Light. The enemy stronghold is in the north-east, and it’s weakest on its west 
side. Boot your way in with Tanks, Artillery and Cycles. Destroy the towers 
and the barrier on the north, allowing Engineers to capture the Advanced 
Communications Centre - make sure you don’t trash it in error. 

missiON na - soutH aftuca (Left aRRQwj 


Objective: Establish your base, then build and defend the Temple Of NOD. 
All GDI forces are to be destroyed. Kane has ordered you to defend the 
Temple at all costs, even your own life. Do not allow GDI forces to over-run 

you. 


Build more or less where you start, but stay away from the river or you re in 
range of the Gunboats. Harvest as much tiberium as you can, then move 
north and capture the GDI outpost near the yellow flare. Make sure your 
base is protected, preferably with a Laser Tower or an Obelisk of Light, or it 
will fall to enemy Engineers. Over-run the GDO outpost, capturing as much 
as you can, especially the Refinery (with the Harvester docked, of course). 
Build some Barracks here, and eventually a Laser Tower. Harvest the 
tiberium around your new base and build a Temple of NOD in your old one, 
giving you a nuclear capacity. Save your warhead. 

Now move your forces north, using long-range artillery on the guard towers 
and Engineers on the Barracks, Production Plant and Power Plants. Keep 
harvesting and building, emphasising Artillery and Tanks, then attack the 
main GDI base in the north-east. Use your nuclear warhead here, attacking 
from the north and south. When the base falls, sweep the map for stragglers 
and you’ve won. 
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cHeats 


view eNtiRe map 

Hold Ri+R 2 +Li+L 2 +#+B while the game loads. Keep the buttons pressed 
until the mission briefing begins. The entire battlefield is displayed. An 
alternate method to activate this mode is to pause game play and press •, 
•,#, I,*,!, Ri,#,#,# 

INStaNt ION CaNNON 

Pause the game and press 4, 4, ■►, 4, ■, A 

INStaNt aiR stRike 

Pause the game and press ■►, 4, 4-, 4, ■*, 4, H. • 

INStaNt NUcLeaR stRike 

Pause the game and press +, 4, *■, 4, ■*, 4, 4 > * 

UNLimitep moNey 

Pause the game and press 4, 4, Li, «■» 4. *■ for an additional 

5000 credits. Repeat this code as needed for unlimited money. 

bonus LeveL 

Enter PATSUX as a password on the GDI disc. A bonus level with $ 10 , 000 , 
extra tiberium and 12 commandos begins. 

coveR opeRatiQNS ibissions 

Enter COVERTOPS as a password. This password may be enabled on either 
disc with different results. 

yapaNese NaRRatioN 

Enter GODZILLA as a password. 

view fmv sepueNces 

Enter CINEMA as a password, then wait until the FMV sequences appear. 

view CRepits 


Enter JC as a password. 
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wipeout 2097 

This is arguably the fastest racer on the PSX. Our top guide offers a detailed 
explanation of how to get to the top, and a few hints and cheats besides. 


taLoN’s ReacH 

vectoR cLass: easy 

couRse 1 

This one’s a doddle. From the start, climb to the top of the hill and, with 
skilful use of air brakes and steering, take the sharp right at the bottom at 
full speed. Watch out for the harsh left at the top of the next hill, though - 
keep your eyes peeled and get the line before you’re into the bend. 
Anticipate the corners in the next, twisty section and then you’re into the 
starting straight. 


sacaRmatHa 

vectoR cLass: easy 

couRse 2 

Gain places on the long straight, then hit the left/right chicane - make sure 
you can get round the second bend by applying air brakes after the first. 
After the tunnel you’re again in a chicane, but this time right/left. It’s not as 
harsh, though, so leave your air brakes alone, but keep them handy for the 
next few turns before the second tunnel. The right turn inside this isn’t very 
tricky, but dim lights often fool the unwary - watch out for it. 

You now enter a few quick bends before reaching the final straight - to pit in, 
keep right. 


vaLpaRaiso 

veNom cLass: tRicky 

couRse i 

The short straight at the start is ideal for taking out a couple of slow cars. 
Make sure you’re on the racing line as you approach the series of tight 
chicanes, though - you can take them at real speed if you anticipate them 
early enough, but by all means brake until you’ve the confidence to take it at 
full pelt. 

A long straight ends in a fearsome right-angled turn, so be prepared to slow 
as you hit it. Push back on the D-Pad as you hit the series of bumps in the 
road, keeping your nose out of the ground and your speed up. After some 
variable bends, the track falls away and your machine takes to the air - again 
pull back to smooth out the landing and keep up your speed. 

After a final left is the last straight, with the pit lane on the right. 













PHeNita paRk 

vectoR cLass: tRicky 

couRse 2 

Take the first two turns without using your brakes, but for the third (a left) 
mount the bank and keep your speed up easily. Drive normally into the next 
corner, but be prepared for a fast turn in the opposite direction straight after 
- brake. Steering and braking at the same time isn’t easy here - this is where 

races are won or lost. . f 

There follows a series of turns, none of which are spectacular, but if you 
haven’t learned to anticipate them by now, you scrape the barriers. After a 
tunnel and a left-right chicane is a second, more difficult tunnel where the 
track twists evilly. On leaving the pits are on the right as you approach the 
final straight. 


gaRe d’ euRopa 

RapieR cLass-. HaRD 

couRse 1 

There’s virtually no opportunity to get into your stride here as you’re thrown 
right in at the deep end with sharp twists into a tunnel section. The track 
twists right, left, right, left - remember that as the light fades. Then take to 
the bank, but be sure not to drift too high and scrape the barriers again. 
After another tunnel section where it’s difficult to see the track, you get to a 
downhill part during which you can pick up speed before entering the third 

tunnel. This one swings right, right, left, right, left. 

After a long but gentle curve, during which you definitely shouldn t use the 
airbrakes, the track is uneven, but is littered with speed-up pads. Aim for 
these. Push back on the D-Pad to stop your nose grinding the ground on the 
bump and jumps. The pit lane, on your left, soon shows you’re back on the 
opening straight. 


opessa keys 

RapieR cLass: HaRD 

couRse 2 

Pick up a few places on the straight leading into the tunnel section. After a 
right and a left, the track inclines, causing you to jump (hold back on the D- 
Pad for a good landing). There are several such inclines on this track, so 
always be ready to pull your nose up for that extra bit of speed. The only 
other item of note is the chicane. Straight after this is the pit lane, so if you 
need to pit in, remember this. 












vostock isLaND 


PHaNtom cLass: veRy HaRD 

couRse 1 

The straight at the start is very short - maybe make up one place before you 
prepare for the first bend, a hard right. The track splits into two a little later - 
both paths lead to the same thing, though, so it’s a case of heading down 
the one that’s most convenient at the time. After a left there’s a steep incline 
- D-Pads back to lift the nose. Watch out for the evil turns at the top of a hill, 
where you can hardly see them until they’re upon you. You have to learn to 
anticipate these. 

There’s little else of note here which you haven’t (by now) seen before - just 
be prepared to do it harder, faster, cleaner. 

spiLskiNaNke 

PHaNtom cLass: veRy HaRD 

couRse 2 

Set in a devastated city, at times the track is damaged and cracked. As if the 
fiendish bends and terrific twists weren’t enough! 

After a short climbing straight you’re sent downhill into a sharp right - use 
the airbrakes for maximum speed. The track continues as you would expect 
until just before the tunnel section, where bits of it are broken and twisted. 
This is actually a very fast section, but make sure you don’t come a cropper. 
After the ‘Watch Out’ sign, use your airbrakes and turn hard right ready for a 
90 degree bend in mid-air. After another short tunnel, you’ve finished the 
lap. 


CHaLLeNces 

WipEout Challenge 1: Beat the first three classes and you’re given the 
chance to do so again, coming first every time, and with only three lives to 
play with. Succeed and you’re given the Phantom class. 

WipEout Challenge 2: Beat all four classes with a gold in each and only three 
lives and you’re given the Piranha-class ship. 











cHeats 


i: meNU cHeats 

PIRANHA SHIP: On the main menu, hold Li, Ri and Select. Now press X, X, 

X, X, •, ▲, ■ 

PHANTOM RACING: On the main menu, hold Li, Ri and Select. Now press ▲, 

▲, A, A, • 

ALL TRACKS ON EASY LEVEL: On the main menu, hold Li, Ri and Select. Now 
press ■, •, A, •, B 


pause CHeats 

MINI-GUN ON CRAFT: Pause the game and press Li, Ri and Select. Now 
press B,#,X,B,#,X,A 

INFINITE ENERGY: Pause the game and press Li, Ri and Select. Now press 

a,x,b,b,a,x,b,# 

CONSTANT AGGRESSIVE WEAPONS: Pause the game and press La, Ra and 
Select. Now press X, X, ■, ■, •, A 

INFINITE TIME: Pause the game and press Li, Ri and Select. Now press A, 

■, #, X, A, ■, •, X 


T: faRm aNimaLs 

To race as farm animals, hold Li, R2, Start and Select as you switch on your 
PSX and let go of Start on the start screen. 
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BattLe aReNa tosHiNDeN 


Eight travelling fighters brought together by a common destiny... This one’s 
actually better than the sequels it spawned, and certainly the only 
Toshinden game worth having. Here’s a moves guide... 


game Basics 


Dash forward: tap tap + 

Run forward: tap hold + 

Backstep: tap tap ◄- 
Roll sideways: tap 4 , tap 4 

Throw/Close attack: (When close to opponent) «-+(HS/HK) 


eiJI SHINJO 


Flaming Yamato Spirit 

Height: 58” 

Weight: 140 lbs. 

Age: 21 

Blood Type: A 

Nationality: Japanese 

Weapon: Magical Bakko Japanese Sword 

Rekkuu Zan: 4 * ++Slash 

HishouZan: ■*, 4 , \+Slash 

Ryuu Sei Kyaku: (while jumping) 4 * «-+Kick 

Ryuu Geki Dan: %+Kick 

Throw: (when close to opponent) 4-+HS/HK 

Hyakki Moshuu Ken: + \ 4 *«-* 4 % «^+HS (Desperation Move) 

Secret Move: 4 , 4 , ♦, 4 , ++HS 






kaviN amoH 


Calm Rough Sea 

Height: 59” 

Weight: 141 lbs. 

Age: 22 
Blood Type: AB 

Nationality: japanese-Scottish 

Weapon: Excalibur, the Legendary Sacred Sword 

Sonic Slash: + % ++Slash 

Deadly Raise: V+Slash 

Raging Sun: (while jumping) + *++Kick 

Shoulder Crush: f *>-+Kick 

Throw: (when close to opponent) 4-+HS/HK 

HelLs Inferno: + + \ ++HS (Desperation Move) 

Secret Move: + V ^ + 1 ? •^^••*"+(WK+HK) 



Heart Captivating Whip 

Height: 57” 

Weight: 111 lbs. 

Age: 24 
Blood Type: A 
Nationality: Russian 
Weapon: Whip 

Thunder Ring: + *++Slash 

Aurora Revolution: W*-+Slash 

Rattlesnake: * W+Slash 

Laugh Taunt: -► >1 f * f +(HS/WK) 

Face Slap: (When close to opponent) ◄- + HS/HK 
Call Me Queen: «-+HS (Desperation Move) 

Secret Move: \ + * f *■, ♦+(HS+HK) 
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RUN£Q IRON 


Man Who Lives With Nature 

Height: 64” 

Weight: 204 lbs. 

Age: 30 
Blood Type: A 
Nationality: American 
Weapon: Huge Club 

Shima to Daichi no Ikari: * * ++Slash 

Daichi no Mezame: 4 , *+Kick 

Daichi no Otakebi: -► * f * ++Slash 

Daichi no Ikari: D, DF, F, B + Slash 

Head Butt: (When close to opponent) B + HS/HK 

Daichi Hyakusai: B, DB, D, DF, F, DF, D, DB, B + HS (Desperation Move) 

Secret Move: UF, U, UB, B, DB, F, B, D + (HS+Hard Hick) 



Dark Supernatural Power 

Height: 5 
Weight: 106 lbs. 

Age:106 
Blood Type: AB 
Nationality: Chinese 

Weapon: Iron Claw - Konsou Gakka, Assassin Weapon of the Dark Mist 

Don Pappa: + *«^+Slash 

Kappo Re: J j^^+Kick 

Don Don Pappa: (While jumping) 4 V 4 *<*+Slash 
Don Do Ko Shu: ◄- * ♦ \+Slash 
Small fart: -►* ♦ *++(WS+HK) 

Laugh Taunt: f+(HS+WK) 

Claw Flip Throw: (When close to opponent) ++HS/HK 

Do Do Don Pappa: f * ■+, ◄-+HS (Desperation Move) 

Secret Move: WK, WS, HS, HK, ■*, <*, -MHS+HK) 





mONDO 


Cold Heartless Devil 

Height: 510” 

Weight: 146 lbs. 

Age: 42 
Blood Type: AB 
Nationality: Japanese 

Weapon: Spear - Seiryu Yari (Green Dragon Spear) 


Gou RikiTen Bu: f,*+Slash 

Gou Riki Fuu Jin: + * \ * -*+Slash 

Gou Riki Rai Jin: (While jumping) \ * -^Slash 

Shitsu Buu Zu Ki (Jyodan): + V -*+Slash 

Shitsu Buu Zu Ki (Gedan): \ * 4-+Slash 

Spear Skewer: (When close to opponent) <-+H 5 /HK . 

Choriki Daibutsumetsu: * <"+ HS (Desperation Move) 

Secret Move: +(HS+HK) 


Duke b. RamBeRt 


Proud Swordsman. 

Height: 62” 

Weight: 166 lbs. 

Age: 29 
Blood Type: A 
Nationality: French 

Weapon: Two-Handed Sword - Dernier Vancour 

Southern Cross: 4 +Slash 

Death : f *++Slash 

Helm Crush: (While jumping) f >1 ++Slash 

Ogre Slash: \ *+Slash 

Knee Bash: (When close to opponent) ◄-+HS/HK 

Desperation Move (while energy gauge is flashing red): 

The End: * * \ +, 4 -+HS (Desperation Move) 

Secret Move: %i 4 f \ ^ ♦» *■» ■►+(WS+HK) 
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eLLis 


Wind Dancer 

Height: 51” 

Weight: 102 lbs. 

Age: 16 
Blood Type: 0 
Nationality: Turkish 
Weapon: Dirk 

Homing Swallow: 4 *^+Kick 
Soar Window: 4 *+Slash 
Screw Dancing: (While jumping) 4 *++Kick 
Arc Slash: (While jumping) 4 *«-+Slash 
Ribbon Toss: -►* ♦ \> 4 -+(WS+HK) 

Drop Kick: (When close to opponent) ^+HS/HK 
French Kiss: ++Slash (Desperation Move) 

Secret Move: % 4 * 4 V 4 +(HS+HK) 


£aia 


Fearsome Demon Warrior 

Height: 12 
Weight: 221 lbs. 

Age: 40? 

Blood Type: 0 
Nationality: ? 

Weapon: Armor Bastar 

Full Steam: * 4 * ++Slash 
Sea Slash: *+Slash 

Arm Blast: 4 *«-+Kick 

Desperation Move (while gauge is flashing): ■►% 4 * , ** 4 * **+HS 
Secret Move:Next! (Spinning Bastar): \ 4 * 4 >1, *•, 4 +(Hard 
Slash+HK) 





SHO SHINJO 


Height: ? 

Weight: ? 

Age: ? 

Blood Type: ? 
Nationality: Japanese 
Weapon: ? 


Double Rekkuu Zan: f * -*+Slash 

Hishou Zan: ■*, f \+Slash 

Shoulder Crush: ♦ * ^+Kick 

Ryuu Sei Kyaku: (While jumping) ♦ * «-+Kick 

Raging Sun: (While jumping) f, * +Ki< * „ 

Throw: (When close to opponent) 4-+HS/HK 

Hyakki Moshuu Ken: *<- + HS (Desperation Move) 

Secret Move: ♦, ♦ ^ ^ +(HS+WK) 


HTNts aND cHeats 


To play^s Gaia, at the title screen, as the words come sliding from the sides 
onto the screen, do a fireball motion to the left (f * «■) and hit WS. WS is 
the ■ button by default. You hear the word ‘FIGHT!’ to confirm the code 
worked. On the character select screen, hold ♦ on Eiji and hit any attack 
button. You now play as Gaia. 


PLAY AS SHO 

First put in the Gaia code, let the game go to the demo, press Start on 
Controller Two to go back to the title screen. As the words come in, VERY 
RAPIDLY push ■►, «-,■• You should hear FIGHT! and the text 

turns blue. Then go to the Player Select screen, go to Kayin, push ♦ and I 


SELECTING CHARACTER COLORS , . . 

You can select alternate costume colors by highlighting a character and 
pressing the Select button 






ppRSCHe CHaLLeNge 

Another oldie but goodie, Porsche Challenge has long since been surpassed 
by other driving games, but there’s still a fair few people playing it. 


time saveRS 


Try out these nifty short cuts: 

usa: DRaiN 

After the first left, look out for a car park on the right. Occasionally there’s a 
white truck there, which means the Drain short cut is open. When roughly 
level with the truck, take a sharp left through the gate in the wire fence - try 
to avoid the water as it slows you down. The exit is by the railway station. 

japaN: tempLe 

Hit the first basket on the left side of the course (look closely, there should 
be an 10 logo on it). Just past the starting grid, the Temple Gate short cut is 
now open. 


aLpiNe: viLLace 

On the first lap, the gates are closed. When you reach the base of the track 
on the second lap, you see a snowplough. The snowdrift to left is blocked by 
some cones: knock these down and the plough clear the drift, opening the 
doors on the next lap. 


CHeat copes 

These cheats must be entered on the main menu screen: 
All Cars Jump 

♦ +■, ♦+•, ♦+■, ♦+•, ♦ +■, ♦+•, ♦ +■ 

End Of Game Sequence 
■, •, «-+Select, * 4 -+Select 

Fish-Eye Lens 
■+▲+•, Li, L2, R2, Ri 

High Voices 

+ ,A, i, A 


Hyper Car 

Select+B, Select+#, Select+B+# 









Interactive Tracks 
+ + Start, i + Start, Select, Start. 

Invisible Cars 

■+#, L2+R2, ■+•, L1+R1, ■+• 
Long Tracks 

Select+ i , Selects- ♦, Start, Select 

Mad Opponents 
i , -^Select 

Mirror Mode 

4-+#, ♦ +A, ■*+■ 

Test Driver’s Black Porsche 
*>+■, 4-+#+Select 

Tune Test Driver 
4 -+#, -4+B+Select 

Unlimited Retries 
L1+L2, Ri+R2+B 

User Car Jumps 
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aiR comBat 


This early flight sim is still one of the best dogfighters on the PSX. Here’s a 
complete strategy guide... 


missiON tips 

missioN i 

Destroy four C-5S. The first two are protected by MIG-31S, the second two by 
F-4S. The MIG-3i’s high speed makes getting a missile lock awkward. Try 
using the cannon from close and behind. 

missioN 2 

Protect your base from an impending B-52 attack. The B-52S have rear- 
mounted guns. Do not approach them too closely. Because they are also 
protected by two TWDF-2S in front and two AV-8s to the rear, it’s best to 
attack them from the side. Watch for a sluggish C-5 to appear. 

missioN ? 

Intercept and destroy eight unknowns, consisting of E267S, TWDF-2S and AV-8s. 

missioN 4 

There are two mission objectives. First, destroy the enemy communication 
centre protected by a few guns, two F-4S and two TNDF-2S. The second 
objective is to destroy an enemy headquarters protected by numerous guns 
and two fast MIG-32S and an F-15. The enemy headquarters is also well 
sheltered by surrounding buildings. 

missioN 5 

Destroy the central oil refinery plant and surrounding airfields. There are 
only a couple of F-14S providing air cover, but numerous secluded and 
deadly gun emplacements on the ground. Monitor fuel and missiles closely. 

missioN 6 

Two mining resource areas and a plant must be destroyed. The resource 
areas are protected by two F-i6s and two MIG-31S respectively. Do not allow 
these fast planes to get on your tail. Try to destroy them early. The mining 
plant is protected by two SU-27S, and two F-117 stealth fighters that don’t 
appear on radar. However, the F-117 is not heavily armoured and should not 
pose a major threat. The mining plant is also very well protected by guns. Fly 
at a high rate of speed and fire missiles at the primary targets from a 
distance. 
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miSSION 7 

This is a challenging mission. Fly down a narrow ravine and destroy a radar- 
system at the end. Use the external view and choose slow but manoeuvrable 
plane, such as the A-io. Destroy the five RAH-66 helicopters en route or they 
fire missiles from the rear. 

missiQN 8 

This is a long mission. Destroy the two B-i and three B-2 bombers that are 
protected by a pair of fast MIG-29S. More than two hits are neededto 
destroy these bombers. Do not leave the target area until they are downed 
Fly to the ravine turn your fighter to 9 o’clock, break and swing 180 degrees 
[Ke the 3 o’clock direction. Enter the ravine slowly and destroy the five 
ground targets on the first run. Returning in the other direction is very 
difficult. Destroy the circling YF-23 if needed. 

miSSION 9 

rwrov the facilities in the port while watching out for heavy air cover 
provided by two F/A-18S, two MIG-29S, and two R-COLS. Then, fly through 
the ravine ^nd hit the ground targets while avoiding the swinging cranes. 
FinaHy; destroy the docked sub. Target it with missiles at a safe distance, 
since it is also armed with missiles. 

missiQN 10 

This is an escort mission. Keep your escort within view when possible and 
destroy ou/the two approaching F-i 4 s and F-i 5 s. The escort is shot down if 
you stray too far. Ground targets may be destroyed for extra points. 

missiQN 11 

Stop the enemy from recapturing the port by destroying a wing of stealth 
bombers. Keep a safe distance to prevent being hit by large pieces of falling 
shrapnel. Do not allow the single MIG-29 to get behind you. 

missiQN 12 

This is one of the most difficult missions. Four ships and a large aircraft 
carrier have to be destroyed. Stay at a safe distance since they are well 
defended by missiles and guns. Fly repeated runs over them at top speed 
and destroy them one step at a time. The ships are also protected by E -4 
the west, F 14s to the north and EF-2000S to the east. Some of these planes 
must be destroyed or they will fire with missiles at your plane. Watch the 
map to avoid becoming lost, as there are no reference points in this mission. 


missioN 13 

This is a simple reconnaissance mission. Destroy two YF-23S, a F-15, and 
some ground-based fuel dumps. Destroy the grounded bomber for bonus 
points. 
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missioN u 

There are four targets in this mission: a solar power station protected by two 
SF-33S, a refinery and facilities guarded by two A-ios, another solar power 
station protected by two YF-22S, and a fuel base protected by two SU-27S. 
The planes are not a large threat, however watch out for the numerous gun 
emplacements and destroy them if needed. 

missioN 15 

Destroy the two SF-39S and two F-14S on reconnaissance duty, or they will 
attack later in the mission. Next, destroy the bridge guarded by heavy gun 
emplacements and two F-22S. Finally, destroy the less protected airport 
while avoiding the covering F/A-18S. 

missioN 16 

This mission is similar to Mission Seven, except the final target is the main 
enemy base. Fly an A-10 and use the external view again. Pay close attention 
to the sharp turns. 


missioN 17 

Destroy the large enemy plane. Keep a safe distance, as the aircraft is well 
armed with missiles. Ignore the other aircraft and concentrate on the target, 
as it will take all your missiles to destroy it. 







CHeats 


eNteRiNC cHeat mope 

Press Ri+# when the bird logo appears before the ‘Now Loading’ screen. A 
black screen with the phrase ‘Now Loading’ and bouncing CDs in t e 
background confirms cheat mode is active. Each time a code is successfully 
entered, a small Namco character appears in the lower left corner. 


QQQ.QQ9.000 CReDItS 

press and^ddll-^A again at tte'bour^in^C^sweT^te^Ta^'enter' the 
fighter selection screen. The amount of credits available is set to t 
maximum. 


cHaNce pLan e’s colour 

3th V ♦♦♦♦•• A. A, then press and hold A 

again. 

cHaNpe wiNfcmaN pLaNe’s c olour 

Enter cheat mode and press Ri+Start (ten times) 


HippeN miNi-came 

Enter cheat mode and press ♦ Begin game play, then return to 

the title screen. A mini-game lasting approximately six secon ds will begin 
while the main game loads again. The Ace Combat icon can be contrail 
with or l_2, and • or R2. Press Ri to switch between three control 
options. Destroy as many of the ships and missiles as possible before 
small bird walks from the left to right side of the screen. 

extRa fiCHteRS 

Complete the game under the easy difficulty level. Allow the credits to 
complete after the Boss is defeated. The phrase ‘Extra 10’ appears on the 
top-right corner of the title screen after it reappears. Use the plane select 
option to access the extra fighters. 


HINt: WINCmeN 

Wingmen can draw enemy fire and planes during a mission. Choose a 
veteran wingman in a fast plane. Rhio in the F/A-18 is a good combination. 
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Notes 



Notes 



Notes 




Notes 



Notes 







EXTREME SOLUTIONS - 
IT'S OUT OF THIS VORLB... 
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PLATINUM GAMES - THE VERY BEST PLAYSTATION RELEASES AT 
HALF THEIR ORIGINAL PRICES. NO WONDER THEY SELL BY THE 
BUCKETLOAD! EXTREME SOLUTIONS HAVE BLOWN OPEN 24 OF 
THE VERY BEST PLATINUM RELEASES - THE BEST OF THE BEST. 
CHECK OUT OUR TOP CHEATS. TIPS AND PLAYING GUIDES... 



Qijay 







